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VOICE ACTIVATED 
CONTROL HEADSET 
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The LipStik Plus is a revolutionary idea rn 
gams control that adds a new dimension of 
excitement and realism to joystick operated 
programs. Ttie LipStik Plus is "voice activated" 
and functions as an extra control button. It 
does not replace your joystick but is used m\h 
It to entiance and expand your game playing 
enjoyment. Just plug your joystick into the 
LipStik Plus. Because it's so simple and 
doesn't require additional interface software, 
the LipStik Plus works with thousands of 
existing games. Virtually 95% of all games 
that use a joystick are compatible with the 
LipStik Plus. It can also be used with most 
popular home Video Arcade Machines such 
as tne Atari 2600, 5200 and the Sears Arcade 
(Machine. 



Ttlfe LipStik Plus addj llUlimil m ij es 

you've grown tired of playing. Using the head- 
set gives you a greater fe|^|^^power and 
control than a joystick alaHHB'*^^^ '<'^^ 
you use it with your favorite game you'll know 
what we mean. You'll find yourself getting 
more absorbed in the action than you ever 
thought possible. 



ted Retail Price: ' 

Commodore 64/128/VlC 20/Am 
Atari Computers 400/800/XUXE/S 
Atari Game Machines 2600/5200/7 
1.95 Apple HE, lie, IIGS (II & II + w/adapter) ' 
. IBM & Compatibles {w/joy stick card) 

lu can't flnd our products at your local dealer, you can order 
d'rrect. For mail orders, enclose check or money order, plus 
$3.00 shipping and handling, and specify machine version 
desired. Ordet by phone on VISA, MillerCirdwCJ.D. by calling 
TOLL FREE (800) SZ1-2549. ^- 
ftCCESS SOFTWARE, INC. 2561 f 
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software Incorporated 



THE BEST VALUE 

IN SOFTWARE TODAY 









The Magazine On Disk 
for Commodore 64/i28 



"... LOADSTAR'S quality, variety, interaction, 
personality, and pizzazz make all ttte ottiers 

generic in comparison." 

A.E.R -San Diego, CA 



Most issues contain 
TWOdislcsl 



Available at Wbldenbooks, 1 Dalton Bookselleis, and 
computer stores everywhere. (Covwt>ri<x $9.95) 



LOADSTAR Issue #40 contains 
these ready to run programsj^ 

PENSATE, the hit arcader fro 

Polarware /Penguin • DUGAN'S ART DEh 

• OHMS LAW • FARMERS MARKET • PIX 

PUZZLER • SOUND SYNTHESIZER • LULLABY 

SPOT SHOT • MATH PUZZLE • GENSPRITE • SEQ 

EDIT • BIG LEAGUE • UST FATROL • JOIN FOUR 

- PRINT SHOP IMAGES ar^d much mor"* 
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LOAD/T 



Disk companion 

to Commodore 

Magazine 



Valuable software 

the entire family 

will enjoy 



Every month, disk issues of tDADSTAR include C-64 and 
C-128 programs printed in COI^MODORE MAGAZINE, 
plus exciting new programs written by top 
programmers, and special bonus features from 
leading software developers. 

LOADSTAf? issues contain ready to run programs that 
everyone In the family wili enjoy — games, graphics, 
educational programs, home and business 
applications, tutorials, utilities, and more. 
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2 Pleose rush my single issue order tor LOADSTAR *40 

at S9.951 
:. : I'm already soid on IjOADSTAR and want on issue every 

montti! Please start my subscription witfi Issue ♦40 

described above 

12 months for S69.95 (Overseas S109.95) 

SATISFACTION GUARANTEED 
VISA a MC C Am Ex G ftjymeni Enclosed (US. lundsl 



Signature _ 

Name 

Address 

City 

Zip 



Exp. 



State . 



Phone(_)^ 



TOLL FREE 1-800-631-2694 CREDIT CARD ORDERS 
j ln(culslanocalM-318-221-8718 [ 

I LOAD/TAR ! 

1 DEPT. I4Q_« BOX 30008 • S HREVEPORI, LA 71130-0008 | 
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Me like to ^ret your letters, and 
do read all nail. 
PLEASE DO NOT PHONE! 



INFO REAI^ER MAIL 

PO BOX 2308 

IOWA CITV, lA 52244 



COPYRIGHT © 1987 BY 
INFO PUBLICiaTIONS, IMC. 
OIL RIGHTS RCSCR^;GD 



INFO is an independent journal not connected with Connmodore 
Business Machines or any advertiser or manufacturer appearing 
in this magazine. INFO is published bi-monthly by INFO 
Publications, 123 N. Linn St. Ste. 2A, Iowa City, lA 52240. 
Subscription rate is J19.75 (U.S. funds), one year. Application 
for Second-Class Postage Pending at Iowa City, lA 52240. 
Entire contents copyright 1987 by Info Publications, Inc. No 
part of this publication may be printed or otherwise reproduced 
without written permission from the publisher. Postmaster: 
send address changes to INFO Subs. P.O. Box 2300, Iowa City, 
lA 52244. National and World distribution by Select Magazines, 
Inc. NY NY. INFO makes every effort to assure the accuracy of 
articles, stories, and reviews published in the magazine. INFO 
assumes no responsibility for damages due to errors or omissions. 



Products used to 
produce this issue 
of INFO include: 



Kodacolor ^R■G 





VIZ/M^RTTE 



Sculpt 3-D™ 




QUICKSILVER 128 



Kim 

Gumpn 



SONY 

MONITORS 




WMnmim 









HP LaserJet Plus 



INI'O 



1-fi, <irs 








1_ 'l.^-T,-- -J -Hi- -•'-'--■» 




DEPARTMEWTSi 



14 

20 
13 

22 
SI 
73 

24 

26 

33 

110 

100 

no 



le-BIT GALLERY 

S-BIT GALLERY 

READER MAIL 

MAGAZINE INDEX 

NEWSyVIEWSyRUMORS 

NEW PRODUCTS 

MIDNITE SOFTWARE GAZETTE 

INFO UPDATE 

REAL WORLD 

BEST OF PUBLIC DOMAIN 

ADVERTISER INDEX 

BACK ISSUES 

UNCLASSIFIEDS 



FEATURES 



27 

29 

42 
4S 



INTERVIEW: PAUL MONTGOMERY 

16-BIT COMPUTERS COMPARED 

INFO LOOKS AT GAMES 

GEOS UPDATE 

AMIGA SOO CONTEST WINNER 



REVIEWS 



46 
49 

52 
63 
66 

S7 



CCSZ CLOCKyCAlENDAR 

word writer 3 
1571 rom upgrade 
b*e*s»t, accounting 
diga: 
starboard 



ANOTHER DUU DAY? 




You could dust the bowling trophies, groom the dog, clean the gardening tools, 
go for a walk, floss, thaw some fish sticks, pay a few bills, or . . . 
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^>&u am(if 6e tftmst headkmg htto ifie most cMUm^ and 
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After bdnq Snapped by an aikn spacesfap, yon staik tfte streets (^ Ifie City cf Xebec's 

"Demise^ boidfy wieiiRng everything from 'Battfe Hxmmers to Oviagkai "Jtameswords. 'Become 

an awesome 'WarriOTj mighty in strength, and wecdtk, abk to nwet c& dvaSmges, pgiaring 

Jor tfte jatefuf day you. enter Ifte ^Dungeon. 

'Descend into the gioomy depths of The Ihmgeon., whett Irakis, Qhouis, iMgonSi and 

"Devowns alt vie to mah. yon into a quicfe and auncky snackl 'Where crossing a gorgeous 

Vaikyrit cxJidd mean a grisfy demise. iVfiere you must oonquer quest after (ije-t/ireatening 

quest "Where yon can choose, to become good or eviCl 

... or make some tapioca, open a letter marked "occupant," floss (again), 

arrange your sock drawer . . . 




Visit vour retailer or cail 800-245-4525 (in California call 800-562-1112) for ordering information. 



Radio snack is a regiscerea traaemark of Tandv Corp. 

Atari an a ftcarl ST are registerea trademarks of Atari Comnuters, Inc. 

c-6^ and C-128 are trademarks of Commodore Business Machines. Inc. 

Apple isa registereo trademark of AODle Computers. Inc. 

Macintosh Is 2 trademark of Apple computers, inc 

IBM Is a registered trademark of international Business MacWnes, inc. 

Alternate Reality Is a registered trademark of paradise Pfogramming, Inc 

Datasoft is a registered trademark of inceiiicreations, Inc. 

L 19S7 inceiiicreations. inc All rights reserved. 
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CAN YOU CUT IT? 



Can you handle the excitement of 
the hottest arcade nnegahits? 

Then cut out these name plates, 
mount 'em on your 
monitors and boot 
up Gauntlef and 
Paperboy' from 
Mindscape. That's 
all you need for 
absolutely outrageous 
arcade action, right 
at home. 




You'll get real arcade graphics. Real 

arcade feel. Real arcade excitement. 

After all, these are based on the real 

arcade classics. So 

get set, get psyched 

for the arcade to hrt 

home. Just pick up 

new Gauntlet and 

Paperboy. That is, 

if you think you can 

cut it. 



Mindscape takes the arcade home. 



avc . .1 -fc 



Visil your relatef or call l-800-221.9Be4 lor VISA oi MastorCard orders. To purchase by mail, send 
yourcard number w.ihexpiraiion date, check Of money orrier lor SM.95 each (C&!/i2eanaAsan3Q0), 
or S49 95 (ABn ST. Paperboy only) pi js S3.00 for han-dling to Mindscape. Inc.. RO. Box 1 167. 



North brook, IL6006S1167. AJlcw 3-5 v^'eeks Icf oeiiverv. Legal eagles lake nole: € 19B7 Mihdscape. Inc 
Mindscape is a IraOemark ol Mindscape, Ihc FSperboy'" P 1934 Alan Games. All righls reserved 
Gauntler 1 1985 Atari Games. All nghls reserved 



INTRODUCING... 




Supra Corporation, a leading 
manufacturer of computer 
peripfierals for Atari and other 
personal computers has obtained 
the exculsive license to manufac- 
ture the Cardco line of products. 

Cardco has been hailed by many 
computer magazines as the 
standard by which competitors 
should be measured. At Supra 
Corporation, we plan to maintain 
this leadership position in the 
Commodore accessory market by 
providing complete product 
documentation, unequaled 
customer service, and a product 
linesecond-to-none. 

We will continue to carry on 
research and development to 
create innovative state-of-the- 
art software and accessories for 
Commodore computers. These 
products will help you enjoy your 
computer more and increase it's 
value. 



OTHER COMMODORE PRODUCTS 



1064 Modem 


49.95 


Cardco B Interface 


39.95 


Cardco PS Interface 


69.95 


Cardco +G Interface 


49.95 


CB-2 Expander 


24.95 


Freeze Frame 


49.95 


S'More 


49.96 


Card Key Numeric Keypad 


29.95 


Write Now! 


29.95 


Spell Now! 


29.95 


CalcNow! 


29.95 


File Now! 


29.95 


MicroStuffer 


69.95 


64K Printer Buffer 






(«i 



A Cardco Product 



World's Largest Manufact 
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Fast, Powerful andTotallJ^ i 
Compatible! . ■ - 
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High Speed Parallel Printer 
Interface with Graphics Buffer 
and Full Commodore Graphics 
Emulation- Built-in buffer 
for super fast graphics printing. 
Full Commodore character set, 
including ail graphics, reversed 
text and reversed graphics 
characters. S69.96 




'Expansion "c^tfot 



Interface 



''3q 



An enclosed five siot, fully switch 
selectable expansion interface 
for the Commodore 64. Allows 
the user to select any cartridge 
siot or combination of cartridge 
slots. Convenient reset button. 
$39.95 
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A Centronics parallel interface 
with full keyboard graphics. The 
G-WIZ works with most common 
printers and can do screen dumps 
in 2V2 minutes with its built-in- 
buffer. PlugsdirectJy on to 
printer. $49.95 




Totally Transparent Screen Dump 

This cartridge dumps screen memory 
graphics to a printer with only two l<ey 
strokes. Works with any program in any 
language. $49.95 



Adds over 60 new and enhanced BASIC 
commands and 57% more free RAM 
memory for programming. $49.95 




Available at your local dealer, or call: 

1133Commercial Way/Albany, OR 97321 
(503) 967-9075-Orders 

(503) 967-9081 -Technical Support 
Telex: 5106005236 (Supra Corp.) 



Face to Face with Excitement! 





There is one sure way to cc^^^^^^K with the excitement of 
oction: the stunningly reallsfl^^WWWriulators of MicroProse. 
Authenticity is the l<ey element that separates mere videogames 
from today's sophisticated simulations-it's the quolity of realistic 
action that takes you from the world of mere fantasy and into an 
intriguing realm of spectacular reality. Authenticity is the essence 
of the MicroProse design approach' excitement Is the undeniable 
result. 

F-15STftlKE EAGLE. The reference standard attack fighter simula- 
tion, Totally authentic cockpit flight controls and weapons systems. 
Missions over Iraq, Egypt, Southeast Asia-even the famous April 
1986 Antiterrorist Airstfike against Libyo. So reolistic Soviet intelli- 
gence has reportedly purchased copies for analysis, 

GUNSHIP. Helicopter warfare over the high-tech battlefields of 
tomorrow's headlines, with night vision systems, superb terrain 
representation for true 'nope of the earth' flying, and the full array 
of America's most advanced weaponry at your fingertips. Authen- 
tic enough to be used in actual helicopter combat environment 
testing for the United States Army. 



RVICE. A tribute to the cunning and courage of 
.,_d's World War Two submariners. Stunningly accurate re- 
Cfeation of undersea warfare, with accurotely reproduced torpe- 
do characteristics, rodar and sonar capabi titles, and destroyer 
defensive tactics. So authentic that it charts the entire South 
Pacific too resolution of one hundred yards. Recipient of virtually 
every international award as 'best computer simulation." 

Come face fo face with excitement, at your MicroProse dealer. 



f lb strike Eagle availaote foi Commoaore M/I2a Apple llc/e/+(64k) Aran 
XL/XE/520Sr. iBr^l PC/PCjt ona compotiDles and Tandy lOOO Series Gunshtp 
Qvaiiooie lor Commodore M/128. Appte llc/e/+(Mii). IBM PC/PCjr ona compoti- 



Bmti. f &BB Bf fMy. ' JgJ^^^^ 



«gs Atari XL/XE/520ST. IBM PC/PCjr ond compatioies, ana lonay lOOO Series All 
prooucls trave suggesteO retail prices o1 eitlwr S3495 or S3996 

AvQiUDte liom your local letgjler It out ot stock, contact MicroProse Oiteetty tor 
luiltier inlormalion on our tull range o( Simulotion softwore. pricing, ovoitobilitv. anO 
lo pJQce Mastercaro/Viso oiOets 

CommoOore. Amigo. Apple, Atari, IBM, and Tandy ore registered trodemorks o( 
CommoOoie Electronics. Ltd . Commodoie/AmJao Ltd . Apple Computer Inc Alan 
Iric interrrational Business Mactiines. Inc, ona TarKjy Corp respectively 
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WORK 
WITHIISONA 
PROFESSKMIAL 



Some people really like work- 
ing on their machines. And then 
there are some who prefer to do 
their tinkering under the hood. For 
those of you who can't wait to get 
your hands greasy, we proudly 
introduce geoProgrammer. The 
most sophisticated machine 
language programming tool on 
the market. 

With geoProgrammer, you get 
the same kind of technology we use 
for developing our other products. 
Which means you can write super- 
charged software. Pump your own 
programs. And assemble just about 
any kind of application you can 
imagine. 

It reads and writes and 
stomps on bugs. 

The first three tools that 
any serious programmer needs 
are an assembler, a linker and 
a debugger. So we've installed all 
three, complete with sample GEOS 
applications that teach you the latest 
programming tricks in seconds. 

geoAssembler not only reads 
directly from geoWrite files, but 
contains enough Pseudo Ops to 
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allow all kinds J 

of conditional assem- 
blies. It has all the state-of-the-art 
features you'd expect, including 
some you probably never thought 
possible. For example, integrating 
graphics is as simple as cutting and 
pasting the image from geoPaint 
directly into your program. 

geoLinker ties your program 
modules together, supporting 
GEOS SEQ and VLIR applications 
and desk accessories. You can even 
use geoAssembler and geoLinker to 
create non-GEOS applications. 



geoDebugger allows your pro- 
gram to be tested in memory with 
full symbolic disassembly, along 
with line assembly for patching 
code in memory. It also allows 
your code to be single-stepped or 
top-stepped, with sub-routines fully 
executed. It can stop a running pro- 
gram with one key, or use up 
to eight conditional break- 
^ points. When your program 
i' hits the breakpoint, it promi- 
nently displays the error in an 
; overlay window, leaving the 
' applications screen intact. 

Pro enough for you yet? Well, 
that's only a partial list of what 
you're in for. 

If you understood all that, 
read on. 

Chances are that we lost a lot 
of readers by now. But if you're still 
with us, hang in there. You have the 
makings of a real GEOS pro. All you 
need now are the right tools. 

And all of them come in this 
one handy box. 

So if you're serious about pro- 
gramming, consider geoProgrammer. 
After all, you've got nothing to lose 
— except your amateur status. 



To order call 1-800-443-0100 cxt. 234 
geoProgrammer $69.95 

(California residents add 7% sales lax. ) 
$2.50 US/S5. 50 Foreign for shipping and 
handling. Allow six weeks for delivery. 



GEOPROGRAMMER 



■Also availsbit- f<irMI col. ClJXs.. 
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Berkeley 
Softworks 





The brightest minds are working at Berkeley. 
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THE "BOTTOM LINE" TRAP 

This country was settled by men and women 
with vision, pioneers who could look at the 
wilderness and see lush cropland, visualize dams 
and mills on untamed rivers, and imagine empty 
bays and inlets bustling with ships carrying 
thousands of as-yet-unmanufactured goods. 
They didn't expect to see these things all 
transpire in their lifetimes, but they did expect 
their children and their children's children to 
see them. For their part, they bent to the task of 
felling trees, clearing fields, and building 
cabins, so the land would begin to take the 
shape they envisioned. 

There have been other visionaries in our 
history; some have been politicians like 
Jefferson, philanthropists like Carnegie, or 
inventors like Tesla. Some have even been 
businessmen, like the early railroad barons who 
could keep one eye on the burgeoning profits of 
their business and the other on the future. They 
knew that they could build a railroad into an 
area that was completely desolate, draw people 
there, and within a few years create trade and 
profits out of thin air. 

We've lost that pioneering business attitude, 
and I'm afraid that computers have contributed 
to its demise. A new style of "bottom line" 
management has sprung up in the last twenty- 
five years, a management that examines only the 
immediate potential for profit, the black ink on 
the bottom line. 

Part of the problem is that it's all too easy to 
use a spreadsheet program to project profits and 
losses, and to make decisions on the basis of 
those projections which will affect the lives and 
fortunes of a great many people. There is a 
tendency to concentrate too much on the figure 
that pops up in the "PROFIT/LOSS" window on 
the bottom line of the spreadsheet. Too often, 
that bottom line is only a one-year, or even a 6- 
month or a quarterly projection. If there is a 
minus sign in front of the figure, it looks pretty 
scary, especially if you are the one who has to 
present it to the board of directors. If your pie 
charts and bar charts and spreadsheet reports all 
start off in the red, you'll have a hard time 



keeping their attention. You might even have a 
hard time keeping your job. 

If the railroad barons had spreadsheeted the 
westward expansion, it might never have 
happened. I'm sure the initial investment in 
track and bridges and rolling stock would have 
made the bottom line look pretty bad for the 
first couple of years. And how do you project 
income from business with a town that doesn't 
even exist yet? 

It's not that spreadsheets themselves are the 
culprit. They're not. The problem is that they 
are being used too restrictively and without 
imagination. Perhaps a new project requires a 
projection that covers the next decade, not just 
the next year. Maybe the figure on the "bottom 
line" should contain a number related in some 
manner to human potential or community 
betterment, as well as to profit. Maybe it would 
even help if the project manager didn't feel his 
keister was on the line to produce an initial 
"bottom line" profit. Maybe the CEO and the 
Chairman of the Board need to communicate the 
company's desire to pursue sane, worthwhile 
projects with a more gradual profit curve and 
the potential for future growth and stability. 
(Maybe they need air conditioning in Hell, too.) 

There is a potential for error involved when 
you are making any projections with a 
computer. In the first place, you have to assume 
that the hardware and the software were both 
designed perfectly and that they are both 
functioning properly. Uh-huh. Software, chips, 
and operating systems don't have version 
numbers on them just for show. There are 
always bugs; you just hope and pray that they 
don't affect the outcome of your particular 
application. It certainly makes sense to check the 
results of any projections against some common- 
sense mental "guesstimates". 

Then there are the operator errors--the human 
ones. You may put the wrong reference in a 
cell's formula, for instance, or forget to take 
into account the fact that negating a negative 
balance produces a positive balance. You could 
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Editor's Page continued 



even just forget to type in a decimal point. In a 
recently-dismissed landmark lawsuit case, a 
contractor tried to sue Lotus for an error he had 
made himself while setting up his Lotus 1-2-3 
spreadsheet, an error which caused him to 
underbid a project by several hundreds of 
thousands of dollars. He argued that the 
software shouldn't have allowed him to make 
such a stupid and costly mistake. 

And that case illustrates another problem 
prevalent in business: the treatment of "The 
Computer" as God. There is a widespread belief 
that, if "The Computer" says something is so, 
then it is so. Anyone who has had to straighten 
out a computer billing error knows the mentality 
involved. It's incredible that anyone would 
believe that because something is stored in a 
computer system it is automatically true. Besides 
the obvious hardware and software problems 
that can and do occur, a human had to enter the 
data in somewhere along the line, and we know 
how fallable that species is! For the first few 
weeks, at least, that contractor should have 
double-checked his estimates using his old 
methods. He would have found the errors in his 
spreadsheet, corrected them, and been happily 
"computerized" and efficient in the future. 
Instead, he assumed that once it was in the 
computer, it was to be believed without 
question. In his mind, his Computer God was 
infallible. 

Of course, I'm sure the computer salesman 
who sold him his system had encouraged this 
attitude as much as possible. The image of the 
"Infallible Computer" is good for business, or at 
least it's good for initial sales. I've never heard a 
computer salesperson tell a customer to use 
caution in turning over important aspects of his 
business to a computer. They never point out 
the potential for error, both human and 
machine. 

Computers are great business tools, but they 
are only tools. Like any tool, if you use one 
wrong you can get hurt. If businesses trust their 
computers and spreadsheets and projections to 
make the business decisions that people used to 
make, then the intuition and spirit and 
compassion that are needed to run business 
wisely will be gone. We have already seen many 
businesses slide into the short-sighted, make-a- 
buck, bottom-line-management trap. If we don't 
see some visionaries bucking the system and 
putting the heart back into American business, 
its future is bleak. 

-Mark & Benn 
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Those of you who have followed the History 
of INFO articles in the last couple of issues 
know that INFO has always been located in 
or near the abode of our publisher. The first 
issues issued forth from a spare bedroom. 
Somewhere in the middle they came from a 
converted chicken shack behind his semi- 
rural farmhouse. Most recently, INFOs have 
been created in two spare rooms in his 
suburban home. Well, all of that has 
changed. INFO now has real offices. The 
new INFO offices occupy a second-floor 
suite in Iowa City's newly renovated Brewery 
Square, a Nineteenth Century brewery on the 
National Register of Historic Places. We're 
located in downtown Iowa City just a block 
from the University of Iowa campus. Don't 
worry, though: we're still the same old INFO. 
But we are proud of our new facilities, and 
since we're in a public building now, we can 
invite you to visit us when you're in Iowa 
City, which you are quite often, right? 

Our new address is: 

INFO Publications 
123 N. Linn St. 
Suite 2A 
Iowa City lA 52240 

Our phone numbers remain the same, and 
our mailing address is still: 

INFO Publications 
PO Box 2300 
Iowa City lA 52244 

If you regularly ship products, product 
announcements, or advertising materials to 
INFO, please note the change of shipping 
address and notify all departments. 
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INFO MAILBOXES 

Send comments, questions, and loose change to: 
INFO Magazine, Box 2300, Iowa City lA 52244 
Or send us EMail via these online services: 



CompuServe 

QuantumLiink 

PeopleLink 

BIX 

Delphi 



70215,1034 
INFO Mag 
INFO Mag 
infomag 
INFO 



Please note that INFO is no longer on PlayNet. 

Please do not call the INFO offices! We don't 
have the staff to handle questions on the phone! 



Mail From: DanDIS QuantumLinlc 

Date: Thursday 25-Jun-87 06:45 edt 
Hi.. ..this is not one of your usual "INFO is 
great" letters. In fact, I think that you have 
fallen flat on your face. There are only one 
or two CI 28 games out there and you 
haven't reviewed them. One has been out 
for about a year (The Great War by Free 
Spirit) and other than a mention in your 
Product RoundUp you haven't even 
touched it. (Could it be that you are 
Hackers and couldn't tell a good or bad 
game other then a video arcade if it sat on 
you? I've noticed that you consistently 
overrate games,) How about hiring a real 
gamer (read: board wargamer) to do 
reviews? Have I seen any throwing down 
the gauntlet to the software houses to do a 
good CI 28 game? NO!! 

1 1 just goes to show thai you can't win, no 
matter how much you do! As you point out, we do 
list all the games we know about for the C128 in 
the RoundUps. There aren't many, but we aren't 
about to tell software companies that they should 
be writing games for the CI 28 when the 
combined C64/CJ28 market is six times larger. 
With a million C128s out there. I think they'd 
probably sell a lot of them, but there's a great 
deal of logic in going for the larger market. IVe 
DO give the C128 considerable coverage in 
INFO, by the way: we reviewed Infocom's 
Bureaucracy (one of the few CI28-specific 
games) in the Gallery in issue #/J, we've been 
running a series on CI 28 word processors, we just 
featured CJ28 BASIC compilers last issue we 



published ERG-cards for B.\SIC 8.0, etc. There 
is a CI28-specific article in this issue, with more 
coming. As to our "over-rating" of games, ! think 
you'll find that we're tougher than the other 
magazines, and are even consistently harder on 
games than that excellent independent and fiesty 
newsletter. Computer Entertainer. As to 
qualifications, Benn has played nearly every 
game ever released for Commodore computers 
and for the arcades, is often asked by software 
companies to provide advice on preliminary game 
designs, and is a student and an accomplished 
player of Vegas-type games of chance: Tom is 
an expert at golf, bridge, and other "mind 
games", as well as being a world-class adventure 
gamer: and I have written commercial computer 
games and board games, and have been a finalist 
in nationwide traditional D&D game design 
competition. I think we can handle it. 

-Mark & Benn 

Mail From: Jimmy C3 QuantumLink 

Date: Saturday i-Aug-87 00:24 edt 
Hi, I'm currently the owner of a C128 
system with the works. Now I want to buy 
an Amiga. Which machine is better, the 
A 1000 or the A500? What are the 
differences other than the appearance and 
price tags? Would I have to get another 
monitor also? I have a 1902 A. How does it 
compare with the A1080 monitor? 

The A 1000 currently has more add-on 
hardware devices available for it, though we 
expect that to change rapidly. Otherwise, the 
A500 has an improved internal design, more 
memory, and a better keyboard. Rumor has it 
that you may eventually he able to upgrade the 
A500 to double its current graphics and sound 
capacity, which you will not be able to do with 
the A J 000. As to the monitor, the 1902 has 
composite and RGBI video inputs, while the 
Amiga uses an incompatible RGB A output. The 
A WOO has a somewhat fuzzv composite output 
you could use, and the A500 has a monochrome 
output that should be 1702-compatible, too. For 
the A500. you could also invest in an RGB-to- 
composite converter. Commodore is rumored to 
have one coming, and C Ltd. is shipping one 
called C-View now for about S50. This method 
will probably limit you to 60 rather than 80 
columns of text, though. Composite is just not as 
sharp as RGB. We suggest you get a new 
monitor, though you could definitely get by for a 
while with one of the other solutions. 

-Mark d Benn 
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DEEP SPACE 

Psygnosis c/o CSS 

66 Sherman St. 

Cambridge MA 02 HO 

(617) 876-2505 

The Psygnosis team has come a long way 
since t.,eir first Amiga title (the 
underwhelming Brataccas); Deep Space 
is my favorite of the new crop. The 
whole package is a treat, from the 
delightfully raunchy comic-book in the 
bo.x to the ultra techno-funky controls 
and the humorous enemy spacecraft that 
look like hi-thrust box kites. You play 
the part of Strix, the owl-headed galactic 
sociopath bounty hunter scouring the 
galaxy causing as mucli mayhem as 
possible (especially for Mirfaks) and 
making your fortune any way you can. 
First-rate. BD 
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FIREPOWER 

Microlllusiona 

17408 Chataworth St. 

Grannda Hills, CA 91344 

(818) 3C0-3715 

The first of their new ONE~ON-ONE 
series. Fire Power is the ultimate version 
of capture the flag! Select from 3 tank 
types, human or computer opponent, 
local 2-player mode (uses a split screen 
and 2 joysticks) or remote 2-player 
mode (via modem and a second Amiga). 
Scout out the enemy's stronghold 
dodging drone helicopters and keeping 
an eye out for valuable fuel dumps. Lay 
mmes for your opponent and overpower 
his/her forces to capture the flag and 
bring it back. Extra points for carrying 
friendly soldiers to safety. Great 
digitized sounds. Very playable. BD 
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BARBARIAN 
Psygnosis c/o CSS 
66 Sherman St. 
Cambridge MA 02H0 
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617-876-2505 

Great graphics and ani 
creatures, and an intuitl 
are the high points 
adventure. There are i 
explore in these caves, a 
creatures are downrit 
favorite parts: your 'Ban 
overacts just like Arr 
who, and the souls of 
dissipate in a puff of sr 
a Save Game teature, si 
to find the tricks and 
killed by them and the 
over, An enjoyable gai 
some patience and really 


mation, detailed 
ve user interface 
of this arcade 
ots of areas to 
nd the traps and 
'ht nasty. My 
barian' looks and 
lold you-knovv- 

dying creatures 
noke. In need of 
ice the only way 

traps is to get 
n start the game 
lie that requires 

good timing. MB 
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ALIEN FIRES 

Jagware 

2-288 Montreal Rd. 

Ottawa, Canada KIL 6B9 

(613) 744-7746 

Dramatic illustrations and moody music 
highlight this otherwise familiar maze 
game involving a cornucopia of alien life- 
forms in a seemingly endless tangle of 
rooms and hallways aboard a space 
station. There is a thin plot about a 
scientist and a time-twisting device, but 
this game is really about negotiating 
(sometimes violently) with aliens, 
acquiring various objects, surviving the 
abstract combat sequences, and 
wandering. One BIG complaint 1 have 
with Alien Fires is that you must totally 
reboot the game to resume play after 
saving your position to disk! BD 
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ARAZOK'STOMB 
Aegis Development 
2210 Wilshire Blvd. 
Los Angeles, CA 90403 
213-392-0735 

Aegis' entry into adventure gaming 
leaves a lot to be desired. The graphics 
are well done, and even include a little 
animation. The parser, though, is pretty 
unsophisticated; it just doesn t 
understand enough words and is balky at 
complex commands. The plot is a 
peculiar mix of high-tech and magic that 
would certainly be more fun to explore 
with a better user interface, and being 
constantlv told vou 'failed miserably' to 
accomplish an action gets depressing 
after a while. Unless you have lots ot 
patience and a healthy ego, there are 
better adventures to explore. TM 
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LEISURE SUIT LARRY 
Sierra Online 
PC Box 485 
Coarsegold CA 93614 
209-683-6858 

IN THE LAND OF THE LOUNGE 
LIZARDS is the rest of the title of this 
wacky, naughtv, adults-onlv graphic 
(and we mean graphic!) adventure. It 
uses the same unique 3D-movement 
interface as Kings Quest. It also has the 
same blocky lo-res graphics, but the 
humor of LSL more than makes up for 
that. It's a quick play if you just play to 
win, but take your time and inspect 
everything--the authors are nuts! (And 1 
was surprised to find a scenario from an 
old risque' Apple text adventure 
included verbatim.) If you like your 
games funny, Larry is one of the best. MB 
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BLACKJACK ACADEMY 

Microlllusions 

17408 Chatsworth St. 

Granada Hills, CA 91344 

(818) 360-3715 

Blackjack Academy is more than just a 
good blackjack simulation, it is a school 
For learning plaj;ing & betting strategies, 
and card-counting. There are many 
useful options including prevalent rules 
for Vegas, Reno, Atlantic City, etc., and 
custom rules to enable matching any real 
(or imagined!) casino. You may play up 
to 5 players, and speed of play is 
variable. Nice graphics and sound, but 
needs customizable card-counting system 
(so you can practice the system you 
choose), and nigh-speed robot players 
(so you can assess a given system's 



performance). Recommended. 



BD 
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STRIP POKER 

Artworx 

1844 Penfield Rd. 

Penfield, NY 14526 

(716) 385-6120 

I'm sure we'll get some letters (we like 
letters), but so many games have violent 
themes, that I fear sex is being unfairly 
ignored (and before you accuse INFO of 
being one-sidedly chauvinistic, check 
out pa. 94/95!) This disk is supplied 
with 2 female opponents of different 
abilities (Melissa is the better card 
player). Additional opponents of both 
sexes are available on separate disks. 
Beside the obvious attraction, this is the 
only game for the Amiga that plays a 
reasonable hand of poker. Final screen is 
as explicit as 320 X 200 dots allows. 
Includes modesty switch. BD 
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WORLD GAMES 

Epyx 

600 Galveston Drive 

Redwood City, CA 94063 

(415) 366-0606 

Amiga version of the popular C64 title is 
mostly set apart by the higher-quality 
graphics. Otherwise, World Games is a 
carbon copy of its 8-bit cousin. Choose 
your team from various nationalities, and 
practice or compete in either or all of 
the events which include: Cliff Diving. 
Sumo Wrestling, Bull Riding, Barrel 
Jumping, Log Rolling, Weight Lifting, 
Slalom Skiing and the ever-popular 
Caber Toss (when was the last time you 
saw a GOOD Caber Toss?). Fairly 
entertaining, but I would like to see 
Epyx using more of the Amiga's power 
in these translations. BD 
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ARENA 

Psygnosis c/o CSS 
66 Sherman St. 
Cambridge MA 02140 
(617) 876-2505 

Again, Psygnosis goes one step further, 
this time in the sports simulation area. 
Arena is a track & field collection 
featuring Long Jump, High Jump 
Javelin, Shot Put, Pole Vault, and 
Hundred Meter events. The action and 
animation is very good, with a user 
interface that is actually semi-athletic 
(well, your fingers will get a good 
workout pounding the left and right 
sides of the keyboard). As usual with 
this team^ a dash of humor has been 
injected into this normally dead-pan 
sporting event (the cartoon guy 



constantly pesters you* athlete!) 
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HARDBALL 

Accolade 

20813 Stevens Creek Blvd. 
Cupertino, CA 95014 
(408) 446-5757 

I'm still not a big baseball fan, but 
Hardball is very good, and as good or 
better than EA s Earl Weaver Baseball 
(see Issue #16 pg. 10/11) The slight 
edge here has to do with the more 
comfortable user interface and the (in 
my opinion) better view which focuses 
on the pitcher and batter with the 
diamond overviewed in ap inset (E.W. 
Baseball reverses those priorities.) One 
or two players may participate both as 
players and as managers. Tinker with 
the lineup, make substitutions, and 
watch your players slow down as they 
become tired. BD 
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GRAND SLAM 
InTinity Software 
1331 61st St., Suite F 
Emeryville, CA 94608 
415-420-1551 

Too many simulations aren't any FUN - 
this one is. It's a multi-level tennis 
simulation for anyone from a novice to 
Boris Becker. Attention to detail makes 
this a must-have for racquet junkies: 
like a ballboy to pick up your net shots 
and a Break menu item that gives you a 
choice of beverages and the sound of 
drinking. You can choose your opponent, 
from Demon to Chiphead, and about any 
condition can be changed, from racquet 
type to wind and play speed. There are 
four tourneys to choose from: 
Wimbledon, & the French, US, and 
Australian Opens. -TM 
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THE SURGEON 
ISM, Inc. 
PO Box 247 
Phoenix, MD 21131 
301-666-2672 

Definitely not for the squeamish. 
Surgeon will test your skill at diagnosis 
and ability to use a scalpel. This is an 
absolutely realistic simulation where you 
must make quick, correct decisions to fix 
an aortic aneurysm. One wrong move 
and there's a scream followed by the 
demise of your victi...er,,, patient. The 
short manual includes the correct 
procedures in case you can't figure it out 
For yourself._ The graphics are, well, 
graphic. Additional diseases would have 
given this more stars, but once you've 
mastered the aneurysm, there's nothing 
left to do. -TM 
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LAND OF LEGENDS 

MicroIUusions 

17408 Chatsworth St. 

Granada Hilb, CA 91344 

(818) 360-3715 

Exclusive INFO sneak preview! This is 
a soon-to-be-released dungeon game 
which has some refreshing new features 
and looks like it will be lots of fun. 
One nice effect in our beta copy is the 
way distant objects and surfaces are 
dimly lit, becoming naturally brighter 
and more visable as they come closer. 
Also new is an on-screen map that is 
simultaneously revealed as you move 
thru the maze. When battles occur, a 
full perspective view fills the screen 
until the conflict is resolved. More 
surprises are expected in the finished 
version. BD 
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GUILD OF THIEVES 
Firebird 
PO Box 49 
I Ramsey, NJ 07446 
201-444-5700 

This sequel to The Pawn surpasses its 
predecessor. The feel is basically the 
same, but this one has even more 
wonderfully loony Brit wit. The laugh- 
out-loud manual alone is worth the price 
of_ admission. You are an apprentice 
thief who must, under the watchful eye 
of a Master Thief, burgle a castle and 
the surrounding territories. The static 
graphics screens are well-rendered and 
pretty to look at. Encrypted clues are 
included for those times you're 
absolutely stuck. For those of us who 
like text adventures, this is one of the 
best. TM 
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DARK CASTLE 

Three Sixty 

2105 S. Baacom Ave./ Ste. 290 

Campbell, CA 95008 

(408) 879-9144 

This game is still in an early state of 
development, but you can see from this 
screen that it has a distinctive visual 
quality. The basic concept is the time- 
tested hero enters successive dangerous 
dungeons, fights off assorted nasties, 
solves various procedural riddles and 
confronts big bad ugly creep who must 
be taught a lesson. Some of the early 
rooms look pretty good, and the riddles 
that we encountered were interesting. 
We will get back with a full report on 
these previews in future issues as they 
become final and enter production. BD 
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CROSSWORD CREATOR 

Polyglot Software 
10431 Ardyce Court 
Boise, ID 83704 

When are programmers ever going to 
learn to test their stuff on normal 
systems before shoving it out the door? 
You'll have to reassign fonts and put a 
copy of Preferences on your copy before 
ypu can use it. The program itself is 
simple and workmanlike - which isn't a 
bad thing for a tool like this. It displays 
in either lo-res or interlaced mode for 
large puzzles. Symmetrical 'outs' (the 
black squares) are placed automatically, 
and numbering is taken care of by the 
touch of a menu. The dictionary and 
word lists are extremely useful for doing 
puzzles as well as creatmg them. -TiS^ 
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DIABLO 

Classic Compu 

510 Rhode Island Ave 

Cherry Hill NJ 08002 

609-667-2526 

Diablo is one of my favorite Amiga 
games, so I was delighted when Classic 
Compu announced it for the C64. The 
version we have pictured here is still 
preliminary, without fancy title screens 
and such but it plays just great. You use 
a joystick rather than a mouse to move 
the tiles in this version. You don't even 
have to point and click to move — you 
just move left, right, up, or down, and 
the proper tiles slide one at a time into 
the open hole. The ball moves smoothly, 
and the strategy is the same: don't let it 
run out of track! An addictive game, and 
it looks like a nicely done port. MB 
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DELTA MAN 

Coami 

415 N. Figuera St. 

Wilmington CA 90744 

213-835-9687 

Delta Man starts out with a nuclear flash 
followed by a scene showing a baby in a 
carriage mutating into a horrible 
creature. After that rather tasteless 
sequence, Delta Man settles down into a 
pretty standard science-fiction game, 
with you in your robotic spacesuit 
blasting the poor mutants as you seek 
food, air, and other supplies in the ruins 
of Chicago. As far as the game itself 
goes, the graphics are kind of blocky, 
but there are a lot of areas to explore 
and the user interface is unique. 
Unfortunately, I couldn't mentally get 
past the title sequence. MB 
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INTO THE EAGLE'S NEST 

Mindacape 

3444 Dundee Road 

Northbrook, IL 60062 

(312) 480-7667 

In spite of the overworked search and 
destroy theme, I really found this game 
addictive and even refreshing. Graphics 
and sound are as good as 1 ve seen on 
any 64 game, with a smooth control 
interface that makes Eagles Nest 
playable by a wide range of age and skill 
levels. In the process of rescuing 
prisoners hidden throughout the multi- 
flpored Nazi fortresses, you will need to 
pick up supplies of ammo and food, 
shoot open doors and chests, take jewels 
and other art objects, locate elevator 
passes, and shoot it out with lots of bad 
guys. Hours of mindless fun! BD 
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SUB BATTLE SIMULATOR 

Epyx 

600 Galveston Drive 
Redwood City, CA 94063 
(415) 366-0606 

Well, just when you thought it was safe 
to take the plunge and buy one of the 
two great submarine simulations on the 
market (Up Periscope and Silent Service 
) there are suddenly three. I don't know 
why EPYX thought the world needed 
another one, but they didn't make the 
choice any easier. SBS is very similar in 
most ways to its two competitors, with 
more emphasis on control features and 
details (like anti-aircraft guns and planes 
to use them on), but lighter on the 
historical and tactical text. The tradeoff 
for all the detail is slower keyboard 
response and increased disk access, BD 
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TOP FUEL ELIMINATOR 

Activision/Gamestar 
2350 Bayshore Frontage Rd 
Mountain View, CA 94043 
415-960-0410 

A drag race lasts less than seven seconds. 
Is it just me, or is it asking too much to 
expect an event that lasts seven seconds 
to make a good videogame? I suppose 
Top Fuel does the job as well as can be 
expected. This is really a simulation, not 
an arcade game; you spend all your time 
diddling with engme timmg and 
aerodynamics, then test all your 
preliminary work in a short race, 
without the flaming exhaust, the 
squealing tires, and the smell of burnt 
rubber, it just doesn't feel like drag 
racing to me. Drag racing isn't boring. 
This ]S. MB 



ilPtENjiuMl 



i(i<iic 



itm^i^ 



TOP GUN 

Thunder Mountain (Mindscape) 

3444 Dundee Road 

Northbrook, IL 60062 

PHONE 

TOP GUN is a "budget" title which has a 
bit more going for it than most "rack- 
jobbed" software. While most of the 
product cost evidently went into buying 
the trademark rights from Paramount 
Pictures, enough was apparently left over 
to actually write a simple but amusing 
shoot 'em up. Here's what you get: an 
F14 Tomcat, cannon, Sidewinder 
missiles, magnesium decoy flares, a radar 
screen, and assorted instruments. The 
missile sight, when held on target long 
enough even gives the dreaded "target- 
lock" alarm just like in the movie! Play 
the computer, or a human opponent. BD 



DEEP SPACE 
Sir-tech Software 
PC Box 245 
Ogdensburg, NY 13669 
(315) 393-6633 

This late entry into 
simulation sweepstakes 
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the cockpit- 
(not to be 
confused with Psygnosis' Amiga game- 
see page 14/15), with its solid-modelled 
animated graphics, radar screen, space 
quadrant maps, drop-down command 
menu, and top-secret pouch of support 
documents would have been a hot item a 
couple of years ago. As it is, however. 
Deep Space does not have the depth of 
play or graphics detail to do battle with 
titles like ELITE (see INFO Gallery #10) 
or even Sky Fox. And with S.D.I, for 
the C64 on the horizon, I don't predict a 
bright future for Deep Space. BD 
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INFO'S Guide to the Best From The Rest 



Here's what you've been missing in the other magazines 
the past couple of months: 



COMPUTE! 



liransactor 



The theme of the Sept/Oct Transactor is "Operating 
Systems". There's a program for adding mouse- driven menus 
to the C64, which is unfortunately Listed in BASIC data- 
loader format rather than the Transactor's usual 
informative commented assembly- language listing. Tutorial 
articles explain some of the C64's KERNAL routines and 
how garbage collection works, and there are two C12S 
CP/H+ articles. For Mandelbrot fans, there's an m/l & 
BASIC hybrid plotting program that works in 40 or 80 
columns. Amiga fans can discover how to install a 68010 
processor chip in their machine, and there's an article 
on how to write Amiga tasks that talk to one another. A 
great issue, as usual, !f you can't find the Transactor 
in your area, their phone number is: 416-764-5273. 

Twin Cities 128 

If you're serious about using or programming your 0128, 
you need this publication. The latest issue we've seen is 
#16 (July), and it contains a compendium of over 200 C128- 
specific products, with prices and vendor addresses. In 
addition, articles cover m/l programming, C128 graphics, 
current "street prices", and modifying CP/M for use with 
the 1581. All in 24 pages! Sample copies are $2.50 from: 
TC128, Box 4625, St. Paul HN 55104. 



COMAL Today 



If you're a computer teacher or a personal programmer 
and you haven't discovered COMAL, get in touch with the 
COMAL Users Group immediately. You are driving yourself 
needlessly crazy! Len Lindsay's COMAL Today always looks 
and reads great, and there's always a bunch of 
fascinating programs. Issue #18 has a Mandelbrot program 
that is only 55 lines long. I typed it in, it worked the 
first time, and it's the only Mandelbrot program I've 
seen in a high-level language that will generate a decent 
screen in less than two hours: and this is on a C64! 
Sample copies are $3.95 from: COMAL Users Group, 6041 
Monona Dr., Madison Wl 53716 (608-222-4432). 

FAMILY _ 
COMPUTING 

I'm not really convinced that any of the general - 
purpose computer magazines ever feature enough on one 
specific computer to justify anyone buying them, unless 
they are still shopping around for a computer. But if 
you're looking for a laptop, the August Family Computing 
has a rundown on the dozen or so top models. If you have 
a friend who's stuck with a discontinued Coleco Adam or 
TI 99/4A computer, you might recommend FC to them. It is 
the only magazine left that supports those computers with 
type- in programs, and the little ads in the back still 
offer some TI and Adam software for sale. 



The August COMPUTE! has a house ad offering a sample of 
the COMPUTE! Disk for only $1.95. If you want to see what 
some of their programs look like firsthand, you might 
want to give the special offer a try. There's a type- in 
fractal landscape program in Amiga BASIC in the same 
issue. There are 8 articles relating in some way to 
Commodore computers, and 10 more in the September issue. 
About 2/3 are type- in programs and 1/3 are product 
reviews. 
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Ahoy! has suffered some setbacks the last couple of 
months. Senior Editor Tim Little quit to go to work for 
Electronic Arts, and he hasn't been replaced yet; and a 
"cash flow squeeze" has caused Ahoy! to drop support of 
their on-line area in QLink's Magazine Rack section. 
Fortunately for them and their readers, the sysop of that 
area. Captain BH, has decided to take the task on his own 
shoulders without pay. Mort Kevelson's work is still 
right up with the best in the industry Che scooped INFO 
with his great review of Butcher for the Amiga in Sept.!) 
MSD drive owners don't want to miss Hort's look at 3 HSD- 
specific products in the Sept. Ahoy! Dale Rupert compares 
the C128 (favorably, of course!) to the PC clones in that 
issue, too. In October he looks at data structures. Mort 
examines BASIC 8.0 for the C128 and C Ltd's Timesaver for 
the Amiga in that issue. The rest of both issues are 
filled with various type- in (mostly hexadecimal) games 
and utilities. 

COMPUTE! 5 GAZETTE 

CG's GEOS colurm debuted in the September issue. Get 
used to seeing them- -Commodore is pushing all the 
Commodore mags to start GEOS columns. Their "Name Your 
Dream Sweepstakes!!!" in that issue suggested four 
possible grand prize dream computer systems: Atari 
1040ST, Apple Macintosh SE, IBM PS/2 model 50,...? He had 
to look hard to find the one Commodore system (an Amiga 
2000, naturally) in the list. This from a Commodore- 
specific magazine? The October issue devotes a good many 
pages to Speedscript in 80 columns for the C128. 




There's a good feature by Dan Gutman in the Sept. 
Commodore called "What Happened to the Computer 
Revolution?". It's good reading. The Sept. issue also 
contains installments 2 and 6, respectively, of the MIDI 
and C Programning tutorial series. Graham Kinsey 
continues with another listing of PD software for the 
Amiga. If the "Cotimodore 64 Compressor" in that issue 
looks familiar, it's because the same program was 
published in the March issue of Ahoy! Contractual foul- 
ups resulted in both magazines running it. (Frankly, I'm 
surprised it doesn't happen more often.) The Oct. issue 
has installment 7 of the C tutorial, installment 5 of 



INI'O 



22 



John lovine's series on hardware hacking Commodore 8-bit 
machines, and part 7 of the AmigaBASIC tutorial. If you 
are interested in game design, two interesting articles 
delve into the design of Shanghai and Defender of the 
Crown. As always, there are some short BASIC type- in 
programs in each issue. 




The Sept. /Oct. issue is supposed to be the last 
bimonthly issue of AmigaUorld. From here on out, you'll 
be seeing it monthly. If you are a programmer, you'll 
enjoy the five (55 articles in this issue devoted to the 
minutae of programming the Amiga in C, assembly, and 
BASIC. 



RUN 



Matthew Stern's GEOS column debuted in the August issue 
of Run. I was fascinated with Bob Guerra's rundown of 7 
C64 wordprocessors in that issue: two of them actually 
got blasted pretty badly! Let's hope this is the start of 
the spread of Honest Journalism in this industry. Not 
only that, but three of the programs in the issue were in 
listable, learnable BASIC! (And we love those easy-to- 
road barred-paper Listings!) It is, without doubt, the 
best issue Run has done in months. A house ad in the 
September issue advertises a 64-page booklet collecting 
the "Best of Magic" that should, if it's really the 
"best", be worth the £4.95/copy they're asking. Host of 
the rest of Sept. consists of rehashes of old topics. 
(Redefining C64 function keys? Don't tell me that's been 
done before!?) 



EfTE 



The August Byte concentrates on Prolog (the Artificial 
Intelligence Language) and hardware and software for 
803S6 computers. There's a nice article in this issue on 
dragon curves. The first thing we noticed in the Sept. 
Byte was the omission of the Amiga and Atari ST Listings 
from the Best of SIX section--what happened? Let's hope 
they aren't gone for good. This issue focuses on printer 
technologies, but also includes an introduction to IBM's 
new OS/2 operating system. Is it just us, or does Byte 
seem to be devoting Less space to the 68000 family lately 
and drifting deeper into 80386 and high -end PC -compatible 
territory? 

ROBO CITY NEWS 

I I RiT A MICA U it K S <; R (.1 U P '^ 

Robo City bounced back in the June/July issue with a 
comprehensive index of Amiga reviews from AmigaUorld, 
RoboCity, Amazing Computing, and INFO, among others. It's 
great, and should save us a lot of work when we finally 
get together an index of our own. Thanks, guys! There are 



also some fine reviews, and Bryce Nesbitt and 
Gregory present a List of known bugs for version 1, 
the Amiga's operating system. 



Hans 
2 of 



Ted Drude takes a Look at some monitor alternatives for 
the Amiga in the July issue of CS. If you can find them 
in this 5Q0+ page tome, there are 14 articles of CBH 
interest in this issue. There are 11 in August, plus a 
look at a rather fascinating stereo 3D CAD program for 
the Atari ST. The BBS listings in each issue are great 
for telecommunications fans. Honestly, though, the 
Shopper is getting so big that I find it really hard to 
read. 
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Volume 2/Number 9 concentrates on productivity and the 
Amiga, with reviews of lots of productivity titles. 
There's also an excellent article on AmigaDOS and its 
shortcofflings by Dave Haynie, who ought to know. Don 
Hicks' editorial chastising software pirates is right on 
the mark. Another great Amazing, as usual. 



MISCELLANEOUS 



SCIENTIFIC AMERICAN'S Computer Recreations column 
remains a great source of inspiration for Saturday 
programmers seeking something to do with their computer. 
There's always a new challenge. I see that in Sept. SA 
finally succumbed to the "New Look" that's passing 
through the publishing industry and redesigned their 
magazine. That issue features the first scientific report 
issued to the public by the scientists researching the 
feasibility of SDI. It's informative reading. 

We've said it before, but it's worth repeating: if you 
use GEOS, you'll love GEOWORLD. $10 gets you 6 issues 
from: GEOWORLD, 38 Santa Ynez St., Santa Barbara CA 
93103. 

Now that we've hit a true bimonthly schedule, the 
mostly- bimonthlies don't always make it here between one 
issue_ and the next. But issue #4 of Honey Machine 
Magazine should be out by the time you read this. Don 
Vandeventer tetts us it will have reviews of RAM 
expanders, HultipLan, and Timefile for the 64/128, and 
Publisher, City Desk, and Word Perfect for the Amiga, as 
well as an article on 300 business ideas for the home, 
among other things. 
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STAR TREK: 

The Recollections of an 
Old Commodore Trekkie 

by James Oldfield, Jr. 



m 






t.etV%eg!n'%y '^fvihg^redit' wtiere crSait' is due. §ti 
Trek is a registered trademnrk of Paramount Pictup 
and was conceived by a LEGEND named Gene 
Roddenberry. Al! referencea to that name in this article 
only reflect my respect for his ingenious inventionr Star 
Trek. The same applies to the starship Enterprise, 
Klingons, Romulans, Capcain Kirk, Spock and the like. 
I'm not BO sure about Tribbles, though. 
'■■^"■-^'^'^'-'^ ' •"■'■■ ■■ - - 

In the entire brief history of personal 
computing, no single computer game exemplifies 
the flavor of home computing better than Star 
Trek. I've had a version of Star Trek for every 
computer I've ever owned. (Even my Tandy 
Model 100 laptop has a trimmed down version I 
play once in a while.) I've never really figured 
out why it is, but the two seem to be a natural 
pair. I would even guess that somewhere in the 
databanks of the huge mainframes in corporate 
computer rooms you will probably find a Star 
Trek game stored away to be played in off- 
hours. And with the explosion of tele- 
communications you can play for hours on-line. 
Star Trekking with others across the country. 

My first encounter with a Star Trek game was 
on a homebrew computer owned by an old 
friend, Fred Bowen. Fred brought his 8080- 
based system to a big (6 people) local computer 
meeting and showed off a new program: a Star 
Trek game! Bear in mind that in 1976 it took 
between six and ten minutes to load the BASIC 
interpreter, and at least twice that long to load 
the game. When it finally ran, I was spellbound-- 
I had never seen anything like it before. I'm 
sure my fingerprints are still on his keyboard 
where he had to pry me loose that night. It was 
great, and I was hooked. 



THE FUNDAMENTALS 

For those who haven't played Star Trek, 
maybe a quick run-down of some fundamentals 
is in order. Basically, the object of Star Trek is 
to rid your galaxy of nasties such as Klingons, 
Romulans, and whatever. This must be done 
within a certain amount of time. The early 
programs had the bad guys shoot only after you 
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The opinions expressed in this column are those of the 
author, and do not necessarily represent those of INFO 
Publications, Inc., our staff, our lawyers, or any other 
living human being. 
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moved or invoked a command. Graphics were 
what you would now call 'crude', but Trekkies 
like me didn't mind having the Enterprise 
appear as an 'E' and Klingons as 'K's. ('*'s were 
stars and a starbase was a 'B'.) For weapons you 
had photon torpedos and phasers. It took longer 
to destroy an enemy ship with phasers, so I 
rarely used them. (And torpedos looked good 
tracking to their destructive destination...) Your 
'galaxy' was mapped out in sectors and 
quadrants. Commands used included S for shield 
maintenence, W for warping around the galaxy, 
I for impulse power for traveling within a 
sector, T for torpedoes, P for phasers, R to 
redraw the screen, and my favorite option, the 
on-board computer. The computers in early 
versions of Trek only had three sub-commands: 
short range sensors, long range sensors, and 
calculating torpedo trajectories. Your only 
defense against the sinister Klingons was your 
shields. Normally you would press S and tell the 
computer how much energy to divert to the 
shields, the catch being that the ship's energy 
was limited. That gave you a good reason to 
find the starbases placed somewhere in the 
galaxy. Once 'docked', you could replenish your 
energy level and go back to the serious business 
of Trekking. 

Back in the days of my original PET, late in 
the evenings my family could hear the strange 
ominous clicks and buzzes from my old machine 
and an occasional whoop from me as I saved the 
universe from those nasty ol' Klingons! From 
then 'till now I've played and loved many, many 
Trek games. Some that stand out are mentioned 
here. I'm sure I've missed some, and if you 
know of more Trek games floating around in 
the sea of public domain software, let me know. 

PET TREKS 

The first Trek game that I bought for my PET 
was Star Trek 2, from Len Lindsay's user 
group. It had all the features mentioned above. 
About the same time I also got one from Gene 
Beal's PUG library which was very similar. I 
believe TPUG's version of Star Trek was 
originally done by Jim Butterfield and was 
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expanded upon by countless authors. It later 
become known as Super Star Trek. 

In those days of tiny ads, many Star Treks 
were offered for sale. One of the first was from 
Dad's Software, titled World's Greatest Star 
Trek. Of course, it wasn't, but in those days few 
people worried about minor details like that. 
Instant Software (a Wayne Green enterprise) had 
a good game called Trek XL In that version, the 
baddies chased and shot at you in real-time {a 
big deal back then). It had a simulated screen 
like the TV series that displayed all the action 
and goings on. I think my review of Trek XI in 
Midnite was probably the first one in which I 
made the now redundant remark: 'Good sound 
and graphics, highly recommended.' That 
comment became almost as common as Doctor 
McCoy's diagnosis of "He's dead, Jim," on the 
Star Trek TV show. 

Personal Software (which later became 
VisiCorp) released an excellent version by Brad 
Templeton called Time Trek. It had a machine 
language component (a rarity back then), and 
added extras such as difficulty levels and 
moving Klingons that shot back quickly. It was a 
tough one to beat at the top levels. This Trek 
game kept me hooked the longest, until Trek 80. 

Trek 80 was written by a gentleman named 
Bruce Berry for the TRS-80 computer, and he 
decided to bring it out for the PET. He didn't 
know Commodore's machines so he 
commissioned Jim Strasma to convert it. Jim 
added lots of details that weren't in the original, 
and by the time he was done it took all of the 
PET'S 32K to run it. I had a blast play-testing a 
Trek game that I helped shape! Needless to say, 
I had Strasma working late adding all the 
features I could invent. He decided that the 
game should have a little more substance, and 
made it so that you had to defend your starbases 
and six 'tugs' that supplied them with energy. If 
you lost all your tugs the game was over. 
Besides Klingons, you also had Super Klingons 
to contend with. These guys had cloaking 
devices, which made them invisible, and twice 
as much energy. They were tough to spot, but it 
didn't take long to figure out they were in your 
sector! The on-board computer had so many 
commands that it took up a whole screen of its 
own. Graphics were text-based, but the strategy 
and planning were extremely enjoyable. 

C64 TREKS 

When the Commodore 64 appeared it didn't 
take long for hackers to convert the Trek games 
over to it. Among the first (and still one of the 
best) was the Star Trek released to the public 



If you're on QLink, join Jim Oldfield, Mark Brown, and 
Bob Baker for the INFO/Midnite Forum. We convene 
in the QLink Auditorium the second Friday of every 
month, at 10 p.m. Eastern Time. 



domain by Solidus Corp. It featured all the 
commands known to computer Trekkies and also 
made good use of the C64's sound and color 
capabilities. It had to be one of the best 
advertisements that I have ever seen! 

Sometime later the coin-op giant SEGA 
released their STAR TREK for the C64. It was 
the first Trek game that actually got permission 
(that is, paid a fee) from the trademark owners 
to use the name. Most of the commercial Trek 
games had different names for the characters 
and objects within the game. But we knew what 
they were! 

The most elaborate Trek game that I've played 
to date is Interstel's Star Fleet I, distributed by 
Electronic Arts. Graphics are adequate, and the 
list of features goes on and on! There are 
thirteen star systems to explore and protect, and 
thirty-six different starships to choose from. 
Tractor beams, transporters and space marines 
are available for capturing and towing enemy 
vessels--it's no longer necessary Just to destroy! 
It's an excellent simulation of space battle and 
conquest: I recommend this game to all 
Commodore 64 Trekkies. A similar version is 
available for the Amiga. 

Simon and Schuster Software also released two 
Star Trek games. The Kobayashi Alternative and 
The Promethean Prophecy, but they are 
adventure games, and I'm not sure I would 
recommend them. Adventure games are great, 
but Star Trek is Star Trek, 

It was fun recollecting about the Commodore 
computing side of Star Trek. I'm sure I've 
missed some versions, and others I've glossed 
over. Most of you Trek gamers have your 
favorites as well. As a matter of fact, I think Pll 
dust off my PET one more time. After all, this 
galaxy does need protecting. 

Jim Oldfield Jr. 




ABOUT THE AUTHOR; 

James Oldfield Jr. 13 Vice-President of Micro-Pace 
Computers, Inc., Director of The Midnite Press, a 
consultant for Constellation Software, and a 
Commodore Guru, first class. You can reach him online 
at these EMail addresses: 

CompuServe- -76703,4033 

QuantumLink- -Midnite 
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INFO'S Real World column is an ongoing 
attempt to bring you news flashes, insights, and 
information from that world inhabited by humans 
who don't own computers- -the Real World. 



ROBOCOP 

When we first saw the TV commercials for 
Robocop, we figured it was another blood-and- 
gore, comic-book-plot, junior-high-level 
exploitation movie. But when Siskel and Ebert 
both liked it (a rarity anymore), we decided to 
take a look. It turned out to be one of those 
movies that's better than it has to be. Much 
better. While it has the expected comic-book 
look, and enough gratuitous violence to satisfy 
most junior-high boys_, there is also a decent 
good-triumphs-over-evil plot, a great script 
with nicely balanced elements of both ethos and 
pathos (as well as some very funny lines), some 
good acting, and great special effects. Benn and 
Tom and I thoroughly enjoyed ourselves. The 
movie biz being what it is, it's probably still 
playing in the major cities and the drive-in 
circuit, and you should be able to rent it on 
videotape soon. Take a look; you'll enjoy it. 

READ THIS, BRYCE 

Bryce, your mom called and wanted us to let 
you know she misses you and would like to talk 
to you. She's downstairs in the kitchen. 

STAR TREK: THE NEW VOYAGES 

The first of October, Star Trek returned to 
television, this time without Spock, Kirk, 
McCoy, Scotty, or, indeed, any of the original 
crew. Of course, as I write this the syndicated 
show hasn't aired yet, but I've seen the 
commercials, and the designs, characters, and 
special effects look promising. Choke back the 
tears and try not to think about the original 
crew now playing shuffleboard at the Star Fleet 
Retirement Village in Taos, New Mexico. Give 
the new series a look, I know I will. (Check 
your local listings.) 



TESLA 

Nikola Tesla is a legendary figure: the 
developer of AC power transmission, the true 
inventor of radio, and the visionary who 
pioneered work in high-frequency, high-energy 
physics, including particle beams. In his day, he 
commanded more of the attention of the popular 
press than all of his contemporaries combined, 
and that list included Edison and Marconi! 
Unfortunately, he fell from favor in his later 
years and was almost forgotten by the general 
public, though 

science historians 
rank him among 
the greatest 

influences on the 
modern age. 

Unfortunately, 
very little has been 
known about this 
mysterious man 
except what was 
contained in a 
somewhat 
apocryphal 
biography written 
by an acquaintance 
shortly after his 
death. Margaret 
Cheney and Dell 
Books have 

changed all that with the release of Tesla: Man 
Out of Time , an excellent and extremely well- 
researched biography. It chronicles his life in 
great detail, from his childhood in Yugoslavia to 
the current whereabouts of some of his most 
secretive and far-reaching work (the papers are 
in the hands of the U.S. government and are 
still classified, 40+ years after his death). If you 
have five bucks for the cover price and a few 
nights you can devote to reading, this book is 
sheer fascination. 

THE DARK KNIGHT 

If you enjoyed Batman comics when you were 
a kid, the odds are real good that you will fall 
in love with DC Comics' Dark Knight series of 
comic novels. These adult tales of the Batman 
occur in a bizarre near-future where 
superheroes have been outlawed. But Bruce 
Wayne, fed up with the evil elements in society, 
defies the ban (and Superman) to clean up 
Gotham City. Frank Miller's story is strange, 
disturbing, and very compelling, and his artwork 
is supurb. It's available as four 48-page booklets 
for $2.95 a volume, or as a single volume called 
The Dark Knight Returns for S12.95. 
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How does an avowed non-hacker go from real 
estate appraiser to end-user to computer 
executive? Is it an '80's computerized version of 
the American Dream? Nope, it's just the real- 
life travels of Paul Montgomery. Tracking down 
Montgomery took a little doing, as this man 
lives a jet age lifestyle. He flys back and forth 
between California, where he is a founding 
member of F.A.U.G. (the First Amiga User 
Group) and co-editor of their magazine, Robo 
City News, and Kansas, where he is vice- 
president of marketing for NewTek, a purveyor 
of Amiga graphics software and hardware (the 
DigiView people). In this INFO Interview, 
Montgomery takes some time out of his hectic 
cross-country schedule to share some views and 
reminiscences from his years of involvement 
with the Amiga. 

INFO: Mr. Montgomery, if someone had asked 
you to predict 7 years ago what your life would 
be like today, do you think you would even have 
come close? 

MONTGOMERY: Not at all. What you had then 
was a guy who started in real estate with no 
marketing or computer experience at all. Then 
he developed this intense interest in the Amiga 
computer and all of a sudden his life is changed; 
he's moved and he's doing things he never in his 
wildest dreams thought he would do. 

INFO: What happened? 

MONTGOMERY: Up until about 1985 I 
operated a real estate appraisal business. Then I 
read a BYTE magazine article about the Amiga 
and for some reason, reading that article really 
got me going. It was like love at first sight and I 
became intensely interested. I think I owned the 
first Amiga in Santa Clara county, which is 
where I live, in Silicon Valley. I was at the store 
the first day the Amigas came in. I had ordered 
one a month earlier, paid a big deposit, been on 
a waiting list, and finally prepaid the whole 
thing. When it came in, I was there. 

INFO: How did you get from there to F.A.U.G.? 

MONTGOMERY: I had decided to start a users 
group in San Jose. I was working on that when I 
heard about a smaller group - a Commodore 64 
and 128 group that was starting a small Amiga 
meeting in San Mateo. I went up to the user 
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group along with a friend from Amiga, and I 
saw that they had a lot of potential. It was a 
small group run by Kayvan Pejooh and Tim 
Avery, who had actually started this group 
called the First Amiga Users Group (F.A.U.G.). 
I approached Tim and said, "Hey, I see some 
areas where you guys could use some help. Let's 
talk about me joining up and helping you 
instead of me doing a group in San Jose. I'll 
give you the support here," That was the start of 
our three person partnership. 

INFO: So it's very likely that you really were the 
first Amiga user group? 

MONTGOMERY: I think we were the first 
major Amiga group. I know there was a lot of, 
you know, three or four people getting together, 
but by our third meeting we already had two or 
three hundred people. I think one of the things 
that made it really exciting was that we had a 
lot of interested non-Amiga owners who had 
been reading and hearing about the Amiga and 
were anxious to learn more. 
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Paul Montgomery continued 



INFO: / understand some of the other early 
F.A.U.G. members were actually on the design 
team for the Amiga. 

MONTGOMERY: As a matter of fact, the very 
first paid member was Jay Miner, who is The 
Father Of The Amiga and the designer of the 
custom chipset. He eventually went on to 
become the general manager of Amiga in Los 
Gatos. Additionally, we had R.J. Mical, Dale 
Luck, and Bob Pariseau. Really, anyone who 
was in any way involved in the development of 
the Amiga in Los Gatos would drive the 30 
miles or so to F.A.U.G. to attend out meetings. 
From the very beginning we had the entire 
design team for access to our members. 

INFO; Most Commodore or Amiga users would 
kill to have members like that in their group. 
How did you manage to attract members of such 
a high calibre? 

MONTGOMERY: Well. ..there's an interesting 
story on that. I had bought my Amiga, brought 
it home, and it wouldn't quite work right the 
first night I had it. I had planned to show it to a 
whole bunch of people that weekend so I called 
the store and said, "Gee, I really need this to 
work. I just spent over two thousand dollars and 
I'm really upset. Please help me." The salesman 
said, "We don't really have a service center here, 
but one of the Amiga engineers was down here 
the other day and he said if I had any trouble to 
give him a call," so he gave me the phone 
number of a person at Commodore Amiga. I 
called the engineer and he said, "Well, we don't 
usually do this, but since you're the first one to 
call, bring it on down here and we'll take a look 
at it." I went on down there... it was at that 
point sorta like seeing the Holy Grail to go to 
the building where the machine had been 
created. I went in, talked to the guy, and we hit 
it off right away. Through that contact, I met 
the other people at Amiga and invited them to 
the F.A.U.G.. I even posted little flyers on their 
bulletin board about F.A.U.G. That's how Jay 
Miner got to be the first member. It was a very 
lucky break and I think that was the start of my 
illustrious career in Amiga and marketing. 

INFO: What was it about the Amiga that got you 
more excited and involved than any of the other 
computers on the market could? 

MONTGOMERY: One of the employees of the 
company where I work has a theory: Pretty 
pictures sell computers. You go into a store and 
you see the pretty pictures and then you want to 
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buy the machine. I think to some degree that's 
true, because when I saw the graphic screen 
shots of the Amiga and then read about its 
stereo capabilities, it sounded like the perfect 
machine for Paul Montgomery. I was a pretty 
established videophile by that time, I had an 8- 
foot TV, a very expensive stereo system, a laser 
disk player, and a hi-fi surround sound system. 
I was ready for a high-tech computer that 
would match my system. I think that the Amiga 
was the first computer to really fit into this new 
high-tech video/stereo age. It had all the right 
stuff to be part of a system like I already had. I 
was not a computer hacker waiting to happen. 
Actually, the computer technplogy finally got up 
to the point where it would excite someone like 
myself: a videophile who was not into spending 
four hours programming in order to see a couple 
of pixels from an eight-color palette race across 
a screen. 

INFO: The video aspect obviously still interests 
you or you wouldn't be working where you are. 

MONTGOMERY: I think video has been the 
most exciting application for the Amiga. I was, 
from the early days, behind the whole desktop 
video movement that is now starting to push the 
Amiga into its niche. That whole movement is 
still very important to me, and I'd say we've 
just seen the tip of the iceberg to this point. 

INFO; The Amiga was introduced as a premiere 
graphics machine, and software to take 
advantage of that is finally starting to be 
available. What do you see as the next step in the 
process of full utilization of the Amiga's graphic 
capabilities? Where is it going? 

MONTGOMERY: The quality of the video 
products is improving, at least the ones on the 
drawing boards and the ones being announced. I 
think, as a result, the Amiga will be used on 
television more often. Right now there are 30 or 
40 stations that use the Amiga daily, either on 
the news or other aspects of television 
broadcasting. But in the not too distant future, 
there will be broadcast quality genlocks 
available. They will be a little more expensive 
than the one released by Commodore, but 
suddenly the Amiga will be attractive to all 
stations, because the output will be broadcast 
quality. 

I see special effects being done through the 
Amiga. When we watch TV, a lot of things that 
we take for granted, like ADO (Ampex Digital 
Optics), which is where you see the screen go 
from a large screen to a very small screen, have 

continued on page 69... ^^^£^0- 
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A SHORT HISTORY OF COMMODORE 64 AND AMIGA GAMES 

...In the beginning yjos Colossal Cave. And Colossal Cave begat Star Trek, and Star Trek begat 
Space War, and Space War begat Pong. And Pong triumphed over Pinball and established Arcades 
in the Malls of the land. And the descendants of Pong were more numerous than the grains of 
sand in the sea. 

And men etched powerful code upon chips, and yea. the Micro appeared. And the Micro 
multiplied, and its numbers were great. And the mightiest of these was called Commodore, and its 
games were many... 



When the Commodore 64 was first announced 
everyone knew it was going to be a killer game 
machine. The only question was who would 
come out with the games first, and what would 
they be? 

There was a lot of potential, because there are 
so many different types of games. There are 
strategy simulations like Star Trek, 
"computerized" versions of traditional games like 
battleship and chess, and text and graphic 
adventure games. There are sports simulations 
and simulations of other real-world things like 
airplanes, ecological systems, and historical 
battles. And of course there are the arcade 
games. They can involve chasing things, blasting 
things, avoiding things that are trying to chase 
and/or blast you, zooming around things, 
crashing into things, and otherwise trying to 
jerk a joystick out of its socket. There are even 
amazing games that manage to transcend all the 
categories, either by combining them in new, 
innovative ways, or by actually inventing 
something totally new to do with a computer. 
Those games are very rare, and we could use 
more of them. 

THE FIRST 

Not surprisingly, the very first games for the 
C64 were public domain translations of old PET 
programs. After all, if you ignored the color, 
graphics, sound, and extra memory, the C64 was 
a PET! The first public domain game worthy of 
the title was John O'Hare's Monopole, a two- 
player Monopoly game. Color and sound effects 
made it more than just a PET port--it was a 
C64 game! It's still available in user group 
libraries, and it has v/ithstood the test of time 
well. It's a good game, especially for free! 

The commercial games followed quickly. 
Surprisingly, some of the very first of these 
were not the simple BASIC knock-offs you 
might have expected. About the first game 
anyone saw packaged and on the shelves was 
Motor Mania from United Microware Industries 
($29.95 on tape, no longer available). This racing 
game featured good gameplay and scrolling 




,1 iiH 



mi.- j t'MK ■ 



Jumpman: The first INFO Five- Star Game. 

graphic screens as well as solid sound effects 
and sprite racecars. It was a lot more than most 
of us had expected in the first wave, and it just 
whetted our appetites for more. 

We knew that the C64 had the capability of 
reproducing some of the great coin-op arcade 
games. Sierra On-line was the first to prove us 
right. In the first INFO, Benn said that their 
version of Frogger was so close to the original 
SEGA arcade title that all that was missing was 
the aroma of pizza. The C64's capability for 
faithfully reproducing arcade titles was so great 
that it proved to be an embarassment for Atari 
later when they ported some of their coin-op 
titles to personal computers. The C64 versions of 
Dig-Dug, Pacman, Donkey Kong, Centipede and 
others looked so good that they made Atari's 
own home computers look bad! 

There were also arcade "knock-offs"--games 
that looked and played like the arcade coin-ops 
but got around paying royalties by making 
subtle changes. Gridrunner from HES was a 
modification of Centipede; Comm*Data's 
Pakacuda was a copy of Pacman (but with 
fish!), etc. They hit the stores early on, and no 
matter what could be said about the morality 
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Games continued 



involved, these and some others in the genre 
were very good. 

Then we began to see programs that were 
arcade quality, but totally new designs. One of 
the earliest was INFO's first five-star rated 
game: Jumpman from Automated Simulations 
(which had just been renamed "Epyx"). It 
featured 31 different game screens and 8 play 
speeds in a ropes-and-ladders game 
environment. 

Entries in the other game categories appeared 
early, too. Infocom ported its entire text 
adventure game line to the 64. Infocom had a 
jump on everyone because they develop their 
adventures in a special language that can be 
ported easily from computer to computer. Once 
they had a version of the language for the C64, 
all of their titles could be implemented on it. 
Right off the bat C64 owners could get Zork I, 
II, and III, and Deadline, Starcross, and 
Suspended were not far behind. 

In the graphic adventure category, Epyx 
ported over Temple of Apshai. It had been 
extremely successful on the Apple and Atari 
computers, but the C64's sprites, sound, and 
graphics put the other versions to shame. 

Odesta's Grand Master Chess was one of the 
first implementations of a traditional game on 
the C64, and it played a respectable game, with 
moves taking from 30 seconds to 2 hours, 
depending on how "smart" you let it play. 

SECOND GENERATION 

It didn't take long for the second wave of 
software to hit. This time around, it took a lot 
more for a game to be noticed. The C64 had 
been out for almost a year, and there were 
plenty of space shoot-em-ups, Pacman clones, 
and racing games on the market. People already 
wanted something different. 

When Bill Budge's Pinball Construction Set 
was released by Electronic Arts, it redefined 
what people thought of as "games". It was a 
game that let you build more games, a tool for 
constructing on-screen pinball machines that 
obeyed the laws of physics just like a real 
pinball machine does. And people found out 
that building pinball machines was as much fun 
as playing them. It got an enthusiastic 5-star 
rating from INFO and sent everyone else back 
to the drawing boards. Even now, whenever 
anyone talks for very long about games on the 
64, Pinball Construction Set is mentioned among 
the all-time greats. In many ways, it has never 
been equalled. 

Educational titles were confined to simple drill- 




Flight Simulator I! from subLogic. 

and-fill until the second wave of software hit. 
The Factory from Sunburst Education took an 
approach that was entertaining as well as 
educational. Kids had to set up a sequence of 
factory equipment to fabricate a part that 
looked like a template. It didn't seem much like 
"learning" at all. 

Everyone knew that subLogic would be 
translating Flight Simulator II for the C64. It 
looked pretty good on the Apple, but C64 
owners wondered if they could do as good a job 
on a Commodore computer. When it finally hit 
the market, it was not just as good, it was 
better. The graphics were smooth and the 
controls responsive; it was a triumph of 
simulation, and still remains one of the best 
pieces of software ever written for the C64. 

Arcade titles just kept getting better, too. 
Progressive Peripherals' Wizard took the ropes & 
ladders game genre to new. ..er... heights. It 
featured 50 screens of its own, and a 
construction set mode that allowed you to create 
your own screens, complete with their own traps 
and treasures. As with Pinball Construction Set, 
many people discovered that playing the game 
was only half the fun. 

Impossible Mission's contribution to the 
innovative second wave was the first use of 
software synthesized speech. No one who's 
played Impossible Mission can forget the 
menacing voice challenging you to "Stay 
Awhile. ..Stay Forever!" The puzzles that broke 
up the multiple-screen adventure were an 
innovation, too, one of the first examples of the 
game-within-a-game concept. 
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There had been some minor games that let two 
players play each other, but the major game 
companies didn't seem to discover 2-player 
games until the second wave. The first 2-pIayer 
game with a "name" was Pitstop II from Epyx. 
This innovative title not only let two people race 
each other, it featured a horizontal split-screen 
display that showed the view from the cockpit 
of both cars at the same time. INFO gave it a 
resounding five star rating, and Benn declared it 
one of the top ten C64 games of all time. 
Electronic Arts followed closely with Realm of 
Impossibility, a 2-player game with horizontally- 
scrolling 3D screens. 

THE MODERN AGE 

Most of the game companies seem to have 
settled into a groove, offering only slightly 
improved versions of older games. They add a 
few more screens of action to an arcade game, 
double the size of an adventure, or add a slight 
twist to an old scenario. The innovators are few 
and far between. 

Occasionally, though, you'll see a surprise. 
Commodore's Sky Travel was a surprise. We 
weren't used to seeing great software come out 
of Commodores-International Soccer is the only 
other title that comes to mind. And Sky Travel 
did so much] It was like having the whole Milky 
Way and 10,000 years of time all compressed 
into your C64. Commodore no longer sells it, 
but we have just heard that the original authors 
are making arrangements to make it available 
again, to which we can only say: hurrah! 

Another innovator was Activision's Borrowed 
Time, which made a quantum leap in the way 
adventure games look and feel. It replaces full- 
screen static graphic illustrations with smaller 
illustrations in a window, sometimes including a 
bit of animation. And they added a joystick-and- 
icon interface to supplement the type-in 
keyboard command line. The result is an 
adventure that runs faster, looks better, and 
plays smoother than anything that came before. 

Firebird's Elite integrates a space-trading 
game with an arcade space shoot-em-up, and 
they did it with panache. The wire-frame 
graphics, smooth animation, and game 
complexity of Elite had never been seen on an 8- 
bit computer before. 

Activision struck again with Portal. It is an 
interactive novel, but with a completely 
different approach than anything that had come 
before. It places you in front of a graphic 
terminal with no knowledge other than that the 
entire human race is gone. Through logic and 
careful investigation, you piece together what 




Commodore's own Mindwalker for the Amiga. 

has happened. It doesn't resemble anything that 
preceded it. 

As recently as issue #15 we reported on The 
Sentry from Firebird, which combines the best 
of graphic adventures and classic boardgames 
into what is really a new genre. The challenge is 
something like chess, and the 3D landscapes are 
surrealistic and convincing. 

With hundreds of games now available for the 
Commodore 64, it's easy to understand why 
many of them look so much alike. Still, it's the 
innovative games, the ones that use old ideas in 
new ways, or combine genres to come up with 
something new, that keep us eager to see what 
comes next. 

THE AMIGA 

Before the Amiga was even available we 
already knew about dozens of games that would 
ship soon after. Developers like Electronic Arts 
and Activision, as well as a whole bunch of 
smaller companies, had latched onto Amiga 
development systems and were rushing to be the 
first to market with a game that would blow the 
socks off the buying public. 

Such a surge of programs appeared all at once 
that it's hard to tell which one was absolutely 
the first Amiga game, but the first one to 
impress us was ArcticFox from Electronic Arts. 
The digital sound effects and filled 3D objects 
are impressive, and the title music is great! It 
was a good point to start from. 

Surprisingly enough, it was Commodore 
themselves who shipped one of the very first 
really good games for the Amiga. Mindwalker 
not only showcases the Amiga's excellent color 
and sound, it is actually a very innovative game. 
Mindwalker combines a graphic adventure, 
arcade play, and a player character with four 
different personalities to produce something 
truly unique. And the sound effects and music 
are awesome. 
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Leader Board from Access was the Amiga's 
first great sports simulation. The scenery is 
good, the gameplay realistic, and the user 
interface intuitive. It feels like you're playing 
golf. 

Of course, we expected some classic games to 
be ported to the Amiga. Flight Simulator II was 
an obvious choice, and everyone eagerly awaited 
the Amiga version. Rumors kept circulating 
about added features, and beta copies were 
closely guarded. When it finally hit, it was 
everything we expected it to be. With chase 
plane and tower views, pull-down menu control, 
and even an option to link two computers and 
fly together, FSII for the Amiga is a real classic. 

Some of the best games turned out to be those 
without much flash, but a lot of addictive 
appeal, I got hooked on Diablo from Classic 
Image, an aptly-named computer adaptation of 
the ball-and-track puzzles of many years 'ago. 
Activision's Shanghai (a translation from the 
Mac) was the real sleeper in this category, 
however, and within weeks of its release 
thousands of Amiga owners found themselves 
playing "just one more game". 

Marble Madness was the first great Amiga 
arcade translation, and EA's version is just as 
good as the original. It was also among the first 
to offer interactive two-player play, 

A lot of rumor and speculation surrounded the 
release of Master Designer's Cinemaware titles. 
The Cinemaware series was being touted as 
"interactive movies", and no one was really sure 
what that meant. Well, when the first title in the 
series. Defender of the Crown, was delivered, 
we found out! Though there was some comment 
about DOC lacking "depth of play", no one 
argued the fact that Amiga graphics and music 
had never been this good. 

Activision took the innovative interface of 
Borrowed Time for the C64 one step further on 
the Amiga with the introduction of Deja Vu. 
This one lets you drag objects from place to 
place, open them and examine them, etc., all 
within the Amiga's multi-window environment. 

Microlllusions delivered Faery Tale Adventure 
to hungry gamers and it received lots of praise 
for its great graphics and incredible depth and 
detail. Though Temple of Apshai and others had 
been ported to the Amiga and were very well 
done, Faery Tale set new standards. 

But lots of the most entertaining software titles 
for the Amiga weren't even games. Most Amiga 
owners would agree with Benn that Deluxe 
Paint II is the best Amiga "game". 

The public domain has not lain fallow, either, 
delivering a raft of interesting programs. The 
most impressive of the lot have been Mandelbrot 




A new kind of adventure: Deja Vu. 

pattern generation programs. MandFXP is 
probably the best to date, with pull-down 
menus, lots of options, and very fast screen 
generation. 

THE FUTURE 

There are more games being written all the 
time. While there's no way to know what's 
coming for sure, I suppose we could start our 
wish list with the obvious: It would be great to 
see Amiga versions of some of the classics like 
Pinball Construction Set, which was 'promised' 
at the time of the Amiga's introduction. EA 
even put a sample screen on the Polyscope demo 
disk. 

We'd also like to see some of the classic 
arcade games like Pacman and Defender and the 
like. Maybe the recent "Games Revival" will 
convince the Powers That Be that the production 
of such translations would be a profitable 
undertaking. 

Beyond the classics, 
titles that use more 
abilities. We'll see 



we're sure there will be 
of the Amiga's native 
better speech, better 
animation, more variety, and possibly even some 
artificial intelligence. There will be simulations 
with uncanny realism. We hope we'll see 
construction set software for everything from 
physics to engineering to genetics to 
architecture. And somebody somewhere will 
always be turning out something totally new and 
different, and socks will fly everywhere. 

We know that the "third wave" of Amiga 
software is almost upon us. There are many 
features of the Amiga that haven't even begun 
to be exploited, and when the game developers 
start to push the Amiga's capabilities, I think 
even Commodore will be amazed at what comes 
out of their machine. 
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Every issue, this new INFO feature will bring 
you information about the latest and greatest 
public domain software, free-access software, 
and shareware available for the C64, C128, and 
Amiga. INFO reporters will be covering C64 and 
C128 titles on QuantumLink, and C64, C128, and 
Amiga software on PeopleLink, and will report 
on titles from other sources as well. 

DEFINITIONS— 

PUBLIC DOMAIN: Not copyrighted; available to all; 
free for the copying 

FREE -AC CESS: Copyrighted but released for free 
public use; not to be resold for a profit. 

SHAREWARE: Copyrighted but available for copying, 
with a donation requested from those who use the 
program. 

|3LJBI_IC C3aiS/l.A.IIM 
toy Saul Cohen 

As a former QuantumLink librarian and 
columnist for my local user group, I have had 
the opportunity to preview hundreds of 
downloaded software programs. Each month, in 
the new Public Domain column, I will present 
evaluations of the best programs from the 
QuantumLink Information Network. Along with 
the program evaluation, I will be including 
downloading times, library location and special 
program operating instructions. 

GETTING STARTED 

If you are lucky, you will be able to find 
many of the programs we discuss here in the 
library of your local Commodore users group. 
If you don't have a local group, you may be 
able to find them through some of the public 
domain software services advertised in the back 
of this and other magazines. (If you choose that 
route, make sure the company you are dealing 
with is reputable.) But one of the most 
convenient ways of obtaining good public 
domain software is to download it via modem, 
either from a local BBS or from a national 
network. 

In order to connect to a Bulletin Board Service 
(BBS) or network, you need a modem and 
telecommunications software. Modem prices 
vary with the speed at which they transfer 
information, or baud rate. At the present time 
there are three popular working speeds: 300, 
1200 and 2400. Most information networks can 
handle both 300 and 1200 baud rates, though 
some of the information networks charge more 



— ^ airi 




for the higher baud rates. While the 1200 baud 
modems cost more and may have a higher 
connection cost, they allow information transfer 
at four times the speed of the 300 rate, thereby 
reducing phone connection time and lowering 
phone bills (and aggravation!) 

Many modems come bundled with 
telecommunications programs (often called 
terminal programs). There are also a number of 
public domain terminal programs. QuantumLink 
comes with its own special software which 
differs from other terminal programs. Your 
particular choice of software may depend on 
which network you choose to join or which 
program works best with your modem. If you 
need a public domain telecommunications 
program, you can get one from your local 
computer club. 

THE BBS AND THE NETWORK 

BBSs are smaller than information networks. 
They are usually operated on a volunteer basis 
by one or two people called sysops, or system 
operators. Most BBSs can accomodate only one 
person online at a time. Many of the them have 
a specific purpose or character. For example 
there are BBSs for computer clubs, games 
players, garden clubs, and businesses. Generally 
on a BBS you can transfer files, send and read 
mail (E-Mail), post messages and talk to the 
sysop. 

An information network like QuantumLink is 
much larger. To access a network, you first 
connect to a telecommunications carrier (like 
Telenet or Tymnet) by dialing a local number. 
The carrier connects you through to the net, 
whose computer is likely located manay 
hundreds of miles away. Some of the services on 
a network are similar to those offered by a BBS. 
You can send mail, transfer programs and chat, 
but all on a larger scale. Since networks allow 
multiple users, there may be 200 other people 
online at the same time. On a network, you can 
also hold club meetings, have discussions, take 
lessons and even play interactive games with 
other people. You can download new programs 
or book a plane flight, hotel, or car, or even 
send roses. You can get the weather, news, and 
stock quotes. Its like being in a computerized 
hotel without leaving your home. 

DOWNLOADING 

The process of transferring a program from a 
network or BBS into your computer is called 



\: 



^h 



33 




Public domain continued 



downloading. Uploading is the reverse: you send 
a program to the network. The time it takes for 
the program to be completely transferred 
depends on a number of variables including the 
program length and the transfer method. 

Some programs in QuantumLink's library have 
been compressed using either the LIBRARY, 
ARC or LYNX utility programs. Compressed 
programs are shorter and take less time to up 
and download. In compressed form, the program 
will not run. The program must be returned to 
its original form using the version of utility 
program that compressed it (called dissolving). 
In future columns, we'll be discussing each of 
these three utility programs, as well as passing 
along information on how to download from the 
major networks and from your local BBS 
systems. 
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RELFILE COPIER 
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FROM; Hutch 

Location: CSS/Software Library/ Browse/ 

Applications /Utilities/Disk File Copiers 

9/18/85-12/11/85 

16 Blocks 

D/L Time 1200- 1:02 300 3:37 

Many databases and some wordprocessors save 
their file information in the form of a relative 
file. Most copy programs are unable to copy the 
relative file format unless they copy the entire 
diskette. This program succeeds where the others 
fail. Unfortunately the program will not copy 
GEOS files. 



BASIC 4.0 
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FROM: Dave S2 

Location: CSS/ Software Library/ Browse/ 

Programmers workshop/Basic/ Extensions 

09/04/85 - 07/26/87 

13 Blocks 

DL Time 1200- :50 300- 2:56 

Other useful programs: BASIC 4.0 DOC 

If you owned a PET computer before you got 
the Commodore 64, you were probably spoiled 
by BASIC 4.0. Yes, the Commodore 64 version 
has an earlier version of BASIC! Add commands 
to C64 BASIC such as DLOAD, APPEND, 
BACKUP, SCRATCH and more. Be aware that 



BASIC 4.0 can conflict with other programs. 
Use this program to upgrade your 64 to BASIC 
4.0 by typing the following lines: 

LOAD"BASIC 4.0",8,1 

NEW 
SYS 36864 



XEROPUS 
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FROM: JenniferMl 

Location: CSS/ Software Library/ Browse/ 

Gameroom/Arcade/Shoot'em up 

08/30/85 - 08/27/86 

42 Blocks 

D/L times 1200- 2:43 300: 9:30 

L0AD"XER0PUS",8,1 

Use Joystick Port #1 

Space invaders with a twist. A great machine 

language action game with fast graphics and 

sound. Aliens come out of the sky and spin 

toward you as you try to shoot them down. 
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OMICRON 

Section 8 - File #6476 
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If you like action games, then you will 
definitely enjoy OMICRON by Jim Roof. Plug 
your joystick into port 2 and be prepared to 
protect yourself from invading aliens. Jim offers 
the user a choice of five speeds, each making 
the game progressively more difficult. His 
graphics are excellent, comparable to many 
commercial programs on the market today. The 
game is always challenging and surprising, even 
for those with good hand/eye coordination. No 
pattern is repeated, so it's always a new game 
every time you play it. Warning: this game is 
addictive, so expect to sit there for hours at a 
time. The file is 37 disk blocks long. 



CSLIDE 

Section 7 - File #5350 
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D.A. Hoff has written a program that adds an 
interesting touch to viewing both normal and 
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CSlide fades screens in and out... 
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compressed Doodle and Koala files (the ones 
whose titles are prefixed with DD, JJ, or GG). 
After you run the program, place your picture 
disk in the drive and sit back to watch the 
show. As the drive finds a picture, it prints its 
title to the screen. It then dissolves to display 
the picture for about 15 seconds. Then the 
graphic dissolves, and the next picture follows 
this same routine. The effect is a very smooth 
slide presentation. When the last picture has 
dissolved, it repeats from the beginning. Section 
7 has over 300 pictures to view (including some 
for adults only). CSLIDE is 10 disk blocks long. 



WXMODEM64 

Section 5 - File #5743 
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The hottest file for the 64 on PLink is 
WXMODEM64, a quasi terminal program 
written by Kermit Woodall (with extra features 
by Tom Brown) to take advantage of the speed 
of Windowed Xmodem during downloading. The 
64 cannot take full advantage of WXmodem, but 
Kermit's program has increased downloading 
speeds by as much as 82%. (The WXmodem 
module is also available for anyone who wishes 
to integrate it into his own terminal program.) 
At present, the program must be used with a 
1670 or Hayes-type modem. If you do a lot of 
downloading, then grab this program the next 
time you're on, and cut your online costs 
considerably. The file is 38 disk blocks long, 
and uses the self-dissolving arc format. 



D1SKDOCTOR128 V2 

Section 12 - File #5230 
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Kevin Hisel's DISKDOCTOR128 (Version 2.0) is 
one of the finest public domain programs ever 
written, as well as one of the most useful. 
Running in 40 columns only, Kevin's program 
can help you turn just about any sick disk into a 
perfectly-working specimen. Commands are 
performed at the touch of one key. Some 
options allow you to follow a file through to the 
end without having to check which track and 
sector to read next, a jump command allowing 
the user to find the beginning of any file 
quickly, a hunt command helping you find all 
occurrances of a designated code or text on the 
disk, and an excellent printer option, giving the 
user a hard copy of any track and sector on the 
disk. The printout is in decimal, hexadecimal, 
and ASCII, and lines up perfectly on my 
Gemini. Every 128 owner should have this 
program on his utility disk. It is 99 disk blocks 
long, and runs in compiled BASIC, making for a 
fast program. An extra bonus is that it reads the 
new 3.5 disks on the 1581. 



ULTRATERM V2.00 

Section 12 - File #6489 
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Steve Boerner has written one of the finest 
public domain terminal programs that you'll 
ever see. There is very little missing from 
ULTRATERM that can be found even on very 
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expensive commercial programs. AH commands 
can be accessed by using the drop-down menus 
(either with cursor keys or joystick/mouse), and 
most can be initiated by pressing a particular 
key along with the Commodore Key. The 
Commodore/H keys will show you a list of 
commands, in case you forget. Included are a 
64,000 byte buffer with ASCII/PETSCII 
translation, two drive access (including the new 
1581), CBM, Hayes, and Westridge modem 
support, automatic dial and answer, multidial 
and repeat dial, 300 or 1200 baud, a phone 
index capable of holding 63 names and numbers 
(each with 8 programmable function keys), 
character and line delays. Punter and Xmodem 
protocols, etc., etc., etc. Everything is well- 
explained in the 28-page documentation file 
which is included. The best part of 
ULTRATERM for PLink users is the inclusion 
of WXmodem, a protocol which makes 
downloading approximately 82% faster than 
Checksum or CRC Xmodem. Steve calls his 
program SHAREWARE. (We disagree about the 
meaning of this word, however.) ULTRATERM 
is a 196 disk block program in a self -dissolving 
arc format. Dissolve it to a newly-formatted 
blank disk for best usage. Run this in 80- 
column mode only. 



COMPRESSION128 V3.0 i^icidc 

Section 12 - File #6374 

I've completely rewritten COMPRESSION, a 
printer utility based on the 64 program 
SQUEEZEPRINT. The program is now 
completely menu driven, making only the cursor 
keys and the return key necessary to operate the 
drop-down menus. The program works perfectly 
with Epson-type printers, and as soon as some 
documentation problems are cleared up, will 
work with the MPS 1000 in IBM mode, and 
Okidata printers. The program offers to print 
out sequential files in either superscript or 
condensed mode, in either 2 or 3-column 
format. Linefeeds are altered to fit up to 128 
lines of print per page. Version 3 now allows 
you to start printing from any of the first 20 
pages of the document, as well as reading the 
file from any drive numbered 8 to 15 and 
printing to either device 4 or 5. 
COMPRESSION 128 is written in compiled 
BASIC, and stored as a self-dissolving arc file to 
avoid Xmodem padding during the download. It 
is 79 blocks long and works in 80-column mode 
only. This program is a must for anyone who 
needs to keep hard copies of a lot of documents. 



REMEMBER: You don't have to be on QuantumLink or 
PeopleLink to get these programs--many are available 
from local users groups. 

You can get information about signing up for these 

network services by calling: 
QUANTUMLINK; 703-883-0788 

AMERICAN PEOPLELINK: 312-87O-S20O 



1750SIDPLAYER 

Section 12 - File #6249 



id^-ki^ 



Finally someone has written a program that 
permits 128 users to hear SID songs in 128 
mode. Not only has John Pich written a nice 
program, he has added something extra for 
owners of a RAM expansion module. John 
allows the user to fill the 1700 or 1750 with up 
to 333 SID songs, giving a possible 12 hours of 
uninterrupted music! There is a bug in the 
ANAlyze command that needs fixing, but it has 
no effect on the music at all. Bill Hitchcock and 
I have added some features to the program so 
that it works with the 1581, and it now loads 
songs from the same drive from which it was 
loaded. In his notes John admits that it needs to 
be made pretty. Let's hope that he's working on 
the next version now. This program is 45 disk 
blocks long and is in a self-dissolving arc 
format. Run this program in either 40 or 80- 
column mode. 

Check out the next issue for more INFO 
about great Public Domain software. Saul and 
Bob will tell you about more C64/C128 
programs available from QLink and PLink, 
and Jim Burnes will join us with coverage of 
the best Amiga downloads available from 
American PeopleLink. 




ABOUT THE AUTHORS: 

Saul Cohen is an eighth grade science and computer 
teacher in Montgomery County, Pennsylvania. He also 
teaches a variety of computer courses to teachers. Saul's 
computer interests include wordprocessing, teaching 
applications, and of course telecommunications. You 
can reach Saul on QuantumLink via EMail to INFO SC. 



Robert Umfer, as CBM'BOB, shares the Sysop duties 
with CBM'LARRY in the Commodore Club section of 
American PeopleLink. He has a B.A. in French and an 
M.A. in computer science. His 'day job' is teaching 
high school French and Spanish. 
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THE FIRST 

It's a measure of the struggle that Commodore 
encounters in getting any respect from the press 
that the August 3rd issue of Computer and 
Software News ran an article with this title on 
page three: Apple Readies 1st Multi-tasking OS. 
They go on to say: "Apple, beating IBM to the 
punch, will become the first manufacturer in 
the market with a multi-tasking operating 
system, a feat nearly all observers agree will 
accelerate Apple's penetration of the business 
market." The article refers to an add-on 
multitasking operating system Apple has 
developed for the Mac II. Now, as I recall, 
Commodore has been shipping a computer with 
a built-in multitasking operating system for 
about a year and a half now... 

ACTIVISION / MICROILLUSIONS 

In the latest round of the Acquisition Wars, 
Activision has signed Microlllusions to its 
Affiliated Publisher program. Under the terms 
of the program, Microlllusions remains an 
autonomous company, but Activision takes over 
distribution of the Microlllusion titles, which 
include Faery Tale Adventure, Discovery, and 
many others. 

MINDSCAPE GRABS COIN-OPS 

Mindscape has signed an exclusive deal with 
Atari to port some of Atari's most popular coin- 
op games to personal computers. The first two 
titles are Paperboy and Gauntlet. Each carries a 
pricetag of S34.95. Future releases will include 
Rolling Thunder, 720, Road Runner, Road 
Blasters, and Gauntlet II, 

AMIGA PROMOS 

Well, the Great INFO Amiga 500 Giveaway is 
over, but if you didn't win our Amiga, don't 

despair--there are other Amiga giveaways to 
come! If you happen to be in West Germany, we 
understand that .McDonalds there is giving away 
200 Amiga 500s with monitors as part of one of 
their bigger promotions this year. Stateside, 
Kellogg's will be offering A500s in one of their 
cereal-box sweepstakes next Fall. Or, you can 
set your sights a little lower and shoot for one 
of the Commodore 64 systems that Mars Candy 
Co. will be giving away in a Milky Way candy 
promotion. And you might even want to watch 
the pages of INFO... 



THE WORLD OF 
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COMPUTER SHOWS 

The World of Commodore Show is always a 
big event, from what I hear. I hope to get my 
first opportunity to find out for myself this 
year. The 1987 show takes place December 3-6. 
As usual, it is being held in Toronto's (that's in 
Canada) International Centre. (My spelling 
checker always wants to correct that...) Anyway, 
it will feature famous speakers, like Jim 
Butterfield, and displays by a bunch of 
Commodore software and hardware vendors. For 
more INFO, call The Hunter Group at 415-595- 
5906. 

Fall COMDEX convenes in Las Vegas from 
Nov 2-6. Benn will be there, checking out the 
latest and greatest for the Amiga. No word from 
anyone yet on whether or not Commodore will 
be there. Phone 617-449-6600 for information. 

The Winter Consumer Electronics Show fills 
the same hall in Vegas January 7-10. Last year's 
was pretty dead (most of the vendors held off 
on new introductions until the summer show), 
but we'll see what happens this time. Call 202- 
457-8700. 

The first Ami Expo show (in New York City, 
Oct. 10-12) will be just over as this issue hits 
the stands. This show is brand new, so we'll 
have to wait until then to get the public's vote 
on how good a job they've done in getting it off 
the ground. The second Ami Expo show will be 
held January 16-18 at the Westin Bonaventure 
Hotel in Los Angeles. For information on that 
and on future Ami Expo shows (including the 
one scheduled for Chicago July 22-24 next 
summer), call 800-32-AMIGA. |k 
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...continued 



ACTIVISION COUPONS 

Activision is reprising their popular coupon 
book promotion of last season with a new book 
offering more deals that last year's. Most of the 
coupons offer a special bonus deal or discount 
on purchases of Activision products, though 
some are for discounts on magazine 
subscriptions and even products from other 
companies like Berkeley Softworks, There are 
even some deals on things like Wilson baseball 
gloves and Star Wars books. You'll get a coupon 
book in many Activision products this holiday 
season, or you can get one mailed to you by 
writing: Bonus Book, Activision Inc., c/o 3605 
El Camino Real, Suite 40, Santa Clara CA 
95051. The coupons are good through March 31. 

COMPUTER FINANCES 

Corporate profit: it doesn't show up when you 
plug in the computer, but it has a great deal to 
do with whether or not the computer gets to you 
in the first place. The Big Four companies in 
personal computing all turned in pretty good 
financial reports for the second quarter of 1987. 

Atari isn't saying whether the bulk of their 
money is coming from the upsurge in the home 
videogame market or from sales of ST 
computers (streetwise observers are betting on 
the former), but the second quarter of fiscal 
1987 has been a good one for them. They 
reported $13.5 million in profits on sales of 
S70.7 million for the April/May/June period. At 
the time they announced the profits, they also 
announced they had begun shipping the new 
Mega ST in Europe, though units for the U.S. 
market aren't available yet. 

IBM's profits were down for the second 
quarter, but with a three-month profit of SI. 3 
billion the point is practically moot. Sales were 
actually up a few percent over last year, to 
$12.8 billion. The development costs of the PS/2 
and an early retirement program for 13,000 
employees were cited as the major causes of the 
drop. Analysts think IBM sold about 150,000 
PS/2 systems in the second quarter. 

The same quarter for Apple showed a $43.5 
million profit on S637.1 million in sales. Apple 
sales are way up over last year, and analysts are 
projecting that Apple will break the $2 billion 
dollar revenue mark by the end of their fiscal 
year. Mac sales are good. Real good. 

Commodore's fourth fiscal quarter (the 
April/May/June period) resulted in a $2.1 
million profit on sales of $190.4 million. That 




Activision Bonus Book Coupons. 



marked the end of their fiscal year, in which 
they made $28.6 million on S806,7 million in 
sales. That compares to a loss of $127.9 million 
in the previous fiscal year, on sales that were 
actually about 10% better than those this year. 
Tightening the belt has made all the difference 
at Commodore. Now if they can just promote 
the machines and get more of them sold... 

The computer business seems to be doing very 
well in general. One good indication is that 
semiconductor chip manufacturers reported chip 
sales up by 18% for the first half of '87 over 
last year. That signals an increase in equipment 
being built in the second half. 

BRODERBUND BOARD GAME 

Computer software companies seem to all be 
seeking to diversify their product lines. Perhaps 
the recent slump-and-recovery cycle in the 
computer games market has taught them the 
lesson their moms tried so hard to get them to 
learn when they were kids: "Don't put all your 
eggs in one basket!" In any case, Broderbund 
Software has announced that it is branching out 
into a low-tech field that's a natural for a 
computer games company--family board games. 
The first product of the new Broderbund Games 
division is called Personal Preference. It 
involves adults and kids in a social 
communication game testing one's skill at 
determining another's likes and dislikes. The 
game, which involves 800 cards and a folding 
playing board, was designed by Don Carlston, a 
social psychologist here at the University of 
Iowa. So if you get a box from Broderbund for 
Christmas this year, don't turn on the computer 
until you read the fine print--you may not need 
one to play! 
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WORKSTATIONS 

It may not seem like much of a threat, but the 
manufacturers of high-end graphics workstations 
have recently made dramatic price cuts that may 
cause some competition for Commodore's 
Amiga, especially the A2000. DEC, Sun, and 
Apollo all recently announced cuts of almost 
50% on their workstations prices, which places 
the formerly-S 10,000 units into the $5000 price 
range category. Since a fully-configured A2000 
system with hard drive, bridge card, and 
monitor lists for about S3500, high-end users 
may be tempted to opt for a more expensive but 
more prestigious ■ workstation. However, we 
expect the major impact to be on Apple, since 
the Mac n is in the higher price range. 

APPLE & IBM DROP MODELS 

With the introduction of new computers, 
Apple and IBM have dropped some of their 
popular older models. Apple has suspended 
production of the Macintosh 512KE in favor of 
the newer Mac SE, Mac Plus, and Macintosh II. 
IBM has dropped the XT and AT lines, and will 
concentrate on the PS/2 series. The Apple move 
is no shocker, but many people in the industry 
think IBM's move may drive a lot more business 
into the clone market and away from IBM. The 
XT and AT are still the foundation stones of the 
MS/DOS computing world, with an established 
software base of thousands of titles. With many 
clones now not only much cheaper but actually 
more PC-compatible than the new PS/2 series, 
many users will undoubtedly choose to go with 
the more proven technology, even if they have 
to go to someone other than IBM to get it. 

BUYING A COMPUTER 

A recent C&SN consumer survey indicates that 
most consumers who are in the market for a 
personal computer expect to pay less than Si 500 
for it. 29% of respondents had a price of S751- 
$1500 in mind, while 17% wanted to spend from 
$250 to $750. 22% expected a SI 501 -$2500 
pricetag on their system, while 20% expected to 
pay even more. That's good news for 
Commodore, since they offer computers in all 
the most popular price ranges. Apple and IBM 
can't compete at the low end, and Atari offers 
nothing at the high end of the range. Many of 
Apple and IBM's computers fall in a price range 
of over $3500, a price only 7% of consumers 
indicated they would be willing to pay. 




CRACKER BOXED 

The Sheriff's Department of Portland, Oregon, 
recently picked up and locked up William 
Landreth, "The Cracker". The 22-year old 
author of Out of the Inner Circle once hacked 
his way into several of the most secure 
computer systems in the world, including those 
at NASA and the Pentagon. For those crimes, he 
was already serving a 5-year probation. The 
Sheriff picked him up for violating the terms of 
his Southern California parole. They said he was 
dirty, shabby, and barefoot when he was 
arrested. He is reportedly on anti-depression 
medication, and has been ordered by the court 
to undergo a three-month psychological 
evaluation. Remember kids: Crime Does Not 
Pay! 

ACTIVISION POSTS PROFIT 

Activision recently sent us a bottle of black 
ink to declare that, for the first time in four 
years, they had posted a quarterly profit. They 
made a half million dollars the first quarter of 
'87 on sales of $8,7 million, nearly double the 
sales figure they reported for the same quarter a 
year ago. It looks like the hard times are behind 
them. Congratulations, Activision! 

ATARI BUYS FEDERATED 

Atari has purchased the 67-store Federated 
Group chain of electronics retail stores. The 
chain, which is situated in the southwest, has 
been in financial difficulty. Tramiel and 
company made the purchase in a move 
calculated to add company-controlled outlets for 
the Atari ST line, and to simultaneously strike a 
blow at Commodore/Amiga. The Federated 
Group was one of the larger outlets for the 
Amiga. The trade papers report that most 
industry analysts consider the move a chancy 
one, pointing out that investing in a losing 
company is not generally sound business, and 
that previous attempts by computer 
manufacturers at establishing a "company store" 
chain have been unsuccessful, with IBM itself as 
the major example. 
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CBM USER GROUP OFFER 

Commodore recently surprised the user groups 
on their approved list by asking them to send in 
a packet of mailing labels for each member of 
their group, with the promise of a "fabulous 
secret offer" for those who participated. Many 
groups complied, and their members received a 
special coupon good for an excellent deal on two 
bundled software packages for the Amiga 500. 
The offer is being carried out through about 675 
participating Amiga dealers, and it works like 
this: When you buy an Amiga 500, you turn in 
the coupon and pick one of two software 
collections. Package A contains $599 worth of 
software for only $99. The titles included are 
Deluxe Paint II, PageSetter, Aegis Animator, 
Textcraft Plus, Marble Madness, and an Epyx 
500XJ joystick. Package B delivers $1200 worth 
of software for $199. It includes WordPerfect, 
PageSetter Deluxe, Superbase Personal, MaxiPlan 
500, Diga!, Deluxe Video, and CLIMate. 
Purchasers can pick one package or the other. 
Unfortunately, there seems to be no way for 
anyone to get in on the deal after the fact--it 
was mailed directly to participating registered 
user group members. On the other hand, maybe 
that's good. It should prove to people once and 
for all that there are some great benefits to be 
derived from belonging to a user group. In any 
case, if you got the offer from Commodore, 
make sure you take advantage of it by October 
31. 

As part of the same deal. Commodore offered 
each user group one complete A500 system at a 
special system price. For $999.95, each group 
could pick up a system whose list price is almost 
twice as much. It includes an A500, A501 
internal 512K memory expansion & battery 
clock, A 1080 monitor, A 1020 5.25" external disk 
drive with Transformer PC-emulation software. 




and an A 1680 300/1200 baud modem. Let's hope 
that CBM keeps up this kind of user group 
support. Of course, these deals help out 
Commodore by stimulating interest in the A500 
and building a large instant user base, but that's 
okay. It's a good deal for Commodore and a 
good deal for the users, or what the MBAs like 
to call a "Win/Win Situation". 

AMIGA IN THE MEDIA 

With Commodore not exactly pulling out all 
the stops to promote the Amiga series, we are 
very happy to see any reference in the media to 
these excellent machines. Various readers 
pointed out to us two recent references that we 
missed. 

The September issue of Analog, the premier 
science-fiction magazine, featured a story by 
Jerry OHton called "In the Creation Science 
Laboratory". In the story, God consults his 
personal computer. The illustration 

accompanying the story depicts a rather modern- 
looking diety with a state-of-the-art computer: 
an Amiga 1000! Though the machine is not 
identified as an Amiga, no Amiga fan could 
mistake the style, and the checkmark logo in the 
lower corner of the monitor is a dead giveaway. 
A tip of the INFO hat to the illustrator. Bill 
Warren, for this nod to our favorite computer. 

The Amiga was not only pictured, it was 
actually mentioned by name in a Newsweek 
article on desktop video that appeared in the 
August 10 issue. The article focused on how 
Certain Personal Computers are giving home 
video users professional features for amateur 
investments. The Amiga was featured because it 
is being used by Richard Lewis, the production 
designer of ABC's Max Headroom, to produce 
video graphics for that show. Watch carefully 
this season, and see if you can tell the Amiga 
graphics from the extremely expensive studio- 
generated graphics. Lewis also mentioned EA's 
Deluxe Video as one of the tools he'll be using. 
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DISCLAIMER: The following are among the moat 
entertaining rumors we've heard the past couple of 
months. They are presented for your entertainment and 
amusement only. Please do not base any important 
decisions on these rumors, as many will prove to be 
inaccurate or just plain false. 



-> Is it true that Digital Solutions' LPD Series 
for the Amiga is named for the three 
programmers working on the project--Larry, 
Paul, and David? 

-> We hear that the illustrious Dale Luck is 
involved in a project to port the UNIX 
XWindows system to the Amiga. Along the same 
lines, Amazing Computing reports that Sun 
Microsystems has ported NeWS, a Postscript 
windowing system, to the Amiga and will demo 
it at the SIGGRAPH graphics show. 
-> Unconfirmed statistics from a source on 
Wall Street show that Commodore sold 70,000 
A50Qs and 15,000 A2000s in Europe in 
May/June, the first two months the machines 
were available there. That's more than all the 
AlOOOs sold in Europe over the past year. 
-> We hear that an Amiga version of COMAL 
should be available by the time you read this. 
-> It seems that software developers semi- 
officially declared the Apple IIGS "Dead" at a 
recent developers' conference. Apparently 
software sales are as close to zero as they can 
be. 

-> Unoffical in-house estimates at Commodore 
are projecting first-year sales for the A500 in 
the range of a half a million units. 
-> It looks like all the promised internal A2000 
boards (the Bridge, the hard disk controller, and 
the 2 meg memory board) will be available 
simultaneously with the release of the A2000. 
That's good news! 

-> We hear that Commodore's medium- 
persistance monitor will be on the shelves about 
two months after the release of the A2000. 
-> Commodore has apparently allocated no 
funds for advertising their computers on 
network TV or in computer magazines for this 



holiday season. They'll be buying local TV time 
in major metro markets, and doing co-op buys 
of radio and newspaper through local dealers. 
You'll also see some ads in business and trade 
magazines. 

-> A source close to Commodore tells us that 
the Amiga ads you'll be seeing in the November 
and December issues of COMPUTE! and 
COMPUTEl's Gazette are freebies given to 
Commodore as the result of a recent settlement 
between the two companies. COMPUTE! 
allegedly violated a non-disclosure agreement 
they had with Commodore regarding the release 
date of information on the new Amigas when 
their story appeared two weeks early, 
-> To read an interesting editorial opinion from 
the original Amiga design team, try this (you'll 
need a friend to help--it takes three hands); 
Hold down both Shift keys and both ALT keys, 
then press and hold one of the function keys to 
see a "secret message" displayed on the top line 
of the Workbench screen (as Peggy Herrington 
reported last issue, each function key displays a 
different message). While holding down all five 
keys, pop the disk out of the drive for another 
message. Then stick it back in again, and watch 
quickly for the comment. Rated R. 

-> A source close to Commodore tells us that 
the C128 will be built only through the Fall 
months, and will see its last days on the shelf 
this Christmas season. The CI28D will take its 
place in the CBM product lineup. 
-> Sources with an ear inside Commodore's 
engineering department report that they have 
developed working prototypes of the long- 
anticipated Really Fat Agnes chip. This chip 
will be a drop-in replacement for the current 
Fat Agnes chip in the A500 and A2000, and will 
let those machines address a full megabyte of 
chip RAM for graphics and sound. Whether or 
not the new Agnes will allow higher resolutions 
or more colors is still up for grabs. There is also 
no word on when the chips will be available. 
-> We hear that dealers have greeted IBM's 
new PS/2 model 25 with a big yawn. This super- 
stripped-down version of the model 30 reminds 
them too much of the ill-fated PC junior, 
-> Peggy Herrington warns us that yet another 
"guerilla" program has shown up on the nets. 
This one, for the Amiga, is usually called 
ST.EMMY.arc and purports to be an ST 
emulator. When run, it formats the disk it is on, 
including hard disks. Remember to always use 
extreme caution when running any downloaded 
program. Unfortunately, there are some people 
out there who think this kind of vandalism is 
funny. 
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Where GEOS is concerned, there's always just 
too much to report on! This time we'll look at 
GEOS with the 1764 RAM Expander and take a 
spin with some GEOSware from Myth 
Conceptions. Let's get to it, shall we? 

1764 ADDS ZIP! 

To this writer's mind. Commodore's 1764 
RAM Expansion Unit (or REU) is the most 
eagerly awaited (and longest overdue!) 
peripheral of all for the Commodore 64, Unlike 
a printer or a modem, which expands what you 
can do with your 64, the 1764 expands what the 
64 itself can do. It blows away the old 64K 
RAM limitation by adding 256K of extra 
memory. 

By being able to exchange up to 8K blocks of 
data at a time through the 1764's direct memory 
access (or DMA) circuitry at nearly 
instantaneous speed, the effective amount of 
RAM available for program and data variables 
is expanded by a factor of five. 

Since the 1764 isn't 'transparent' (its use 
requires extra software support), it is 
incompatible with many programs at the present 
time, especially commercial ones. And, while the 
REU supports PRG, SEQ, REL and USR files 
via RAMDOS, full 1541 DOS emulation is not 
possible due to differences in the very natures 
of the two devices. But the 1764 nevertheless 
oozes with potential. I hope to see all the major 
application software developers modify their 
software packages to use this new source of 64 
computing power. 

Berkeley Softworks (BSW) has seen the future 
for some time: they have been using REUs in 
the actual development of the GEOS operating 
system and GEOS application programs, and 
even use them in the day to day operation of 
BSW itself. In various interviews, press releases 
and online conferences on QLink, BSW has 
frequently said that the addition of RAM 
expansion turned the Commodore 64 into 
virtually a new machine. Now that the 1764 is 
starting to show up on dealer shelves, it's 
possible to peel the truth (if any) from the hype. 

THE 1764 PACKAGE 

The 1764 comes with a big 128-styled 
powerpack, which is needed to feed all those 



extra RAM chips the juice they need. Nasty, 
costly things would happen to your 64 and your 
REU without it. Also included in the package is 
a (too) short manual and a disk of REU utilities, 
wedges and demos. Side One runs from BASIC; 
and Side Two has four upgrade programs for 
modifying GEOS to work with the 1764. 

The animated BASIC demos are very 
impressive and you may have to pinch yourself 
to remind yourself that you still have a 
Commodore 64. (It might help to recall how 
long it took to load those 32-36 graphic frames 
from the 1541 into the expansion RAM.) There 
is also a RAMDOS program which supports the 
extra memory as a RAMdisk and a new version 
of the DOS WEDGE which (unlike DOS 5.1) 
supports RAMDOS. Right off the bat, you can 
have fun loading huge PD programs like 
MONOPOLE or SUPERTREK from the RAM 
disk in just a couple of seconds instead of a 
couple of minutes! 

UPGRADING GEOS 

Installing the GEOS upgrade consists of 
running several UPGRADE programs which 
modify the GEOS KERNAL, TEXT 
GRABBER, geoMERGE and geoDEX programs 
to run with the 1764. There I ran into the first 
problem I'd had while testing the 1764: the 
GEOS Upgrade program runs a self-test before 
it will modify the boot disk. I got stuck with a 
stupid disk. It flunked! 

Calling Berkeley Softworks for advice was a 
lost cause: their phone line is BUSY! I wasn't up 
on QLink yet, and the Home Office was at a 
loss as well. Then I got an idea... 

Just what fails in the test isn't indicated. But I 
figured that UPGRADE didn't like the way my 
drive was aligned, or else the error was a 'mere' 
error in a sector header, and the data 
underneath was probably still good. So I copied 
the disk (which is unprotected) with the 
shareware disk copier program 4M1NUT (no 
errors reported) and tried using the copy to 
upgrade my boot disk. 

It worked like a charm! After booting the 
converted disk, two new programs 
CONFIGURE and RBOOT - now showed in the 
boot disk directory. 

CONFIGURE-ASHUN 

Through the CONFIGURE tool, GEOS can be 
set to use a RAM Expansion Module in several 
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ways. First of all, it can use it as an 
independent RAM disk - effectively a second 
drive. Alternately, a 1764 can be used to 
'shadow' one disk drive (it does not have enough 
RAM to shadow two disk drives). In the shadow 
mode, a copy of everything loaded from or 
saved to disk is also copied to the REU and 
whenever possible, the REU copy is used to cut 
load speeds to virtually zero. 

A second adjustment GEOS allows through 
CONFIGURE is the use of the REU's direct 
memory access (or DMA) channel. It's very fast, 
and replaces the 64's CPU during calls to the 
MoveData routine in the GEOS KERNAL. The 
most notable result I found using this technique 
was much improved screen scrolling inside 
geoPaint. The scroll improvement is almost 
negligible in geoWrite, however, since in 
GeoWrite the CPU still has to analyze the 
(essentially ASCII) text file to figure out what to 
put on the screen graphically. 

ABOUT THE ZIP 

The first indication of added zip (aside from 
the BASIC demos) comes when crashing out of 
and GEOS and REBOOTing back into it. 
Normally, when you leave GEOS for BASIC, a 
special reboot routine is saved in 64 memory 
which can be activated by hitting the RESTORE 
key. If you do something to destroy that 
routine, like overwrite it or shut the 64 off then 
on again, you'll have to reboot GEOS from disk 
to get back. If you have the RAM expander, 
though, and DeskTop is still in its memory, you 
can load REBOOT from disk and be back 
within GEOS in mere seconds. I managed to 
quit GEOS to BASIC, flick my 64 off and back 
on again, load RBOOT from disk and arrive 
back through DeskTop into geoWRITE with a 
five page document (also in RAM Disk) loaded 
and ready to edit in less than 18 seconds! 

That's THE ZIP!! 

And there is more.,.I prepared a table of some 
times I took with my trusty waterproof (to 30 
meters) Innovative Time wristwatch in 
chronometer mode.* Most events tested showed 
marked improvement with the 1764 RAM 

*Computer geeks are wel!-knowti for the complex and 
bizarre digital watches they wear. I would not be 
surprised to find that Don's watch also features a built-in 
calculator and 2K telephone directory, just like the one 
our data manager, Tom Malcom, wears,** -Mark 

**I do not wear a digital watch. Real hackers don't care 
what time it is. -Mark 

m.. 



expander. The one disappointment was the up 
and down screen scrolling in geoWrite noted 
above. 

OTHER REUS, OTHER DRIVES 

In spite of Commodore's official advisement 
against doing so, some 64 users have already 
been successful using the 128K model 1700 and 
the 512K model 1750 RAM Expansion units 
with their Commodore 64s - and with GEOS/64. 
The essential element to safe operation of any 
of the new REUs with the C-64 or C-64c is a 
more powerful powerpack -- a 3 amp rating or 
more is recommended. Commodore sells (and 
Jameco also markets) a replacement powerpack 
for the 128 that can be converted for use with 
the 64 by changing the connector to the 
computer. It's not difficult, but not exactly light 
work for a novice, either. And presumably, 
there are warranties to be nulled and voided 
herein, also. 

1750 Notes: Under GEOS, the 1750 is very 
desirable because of its full 512K of RAM. It 
allows the shadowing of two 1541 /compatible 
disk drives. 

1700 Notes: Because it has just 128K of extra 
RAM, GEOS does not fully support the 1700, 
particularly in the 'shadow' mode. Therefore 
some the test results may not be applicable. 

1581 Notes: The new Commodore 1581 disk 
drive has begun to show up on dealers shelves. 
Unfortunately, GEOS/64 will not apparently 
fully support the 1581 disk drive. But the soon 
to be released 128 version of GEOS will support 
the 1581. Moreover, according to GEOS ROB on 
QLink, there are no immediate plans by BSW to 
offer a GEOS-64 upgrade to rectify the 
situation. It's unfortunate, though there 
obviously aren't a lot of GEOS users with 1581 
disk drives out there throwing rocks at BSW's 
windows. ..yet. 

1764 Expansion Expansion: Remember when 
64K was a LOT of memory? And now an extra 
I28K is not enough! Is an extra 256K to be 
considered paltry, too? Guess so, because there 
are already plans and software floating around 
in the public domain for adding an extra 256K 
to the 1764 REU. More Is Better. 

1764 CONCLUSIONS 

But at a list price of $149,95, is the 1764 
worth it? Wouldn't it be better to get a 128 
instead? (Or an Amiga 500, for that matter?) 
Ultimately, that depends on the user. For 
someone who is simply tired of bumping up 
against the 64's various limitations, the 1764 
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probably won't be 'enough'. It won't turn the 64 
into a totally new machine. Along the same 
lines, since most commercial packages don't 
(yet) support REUs, buying the 1764 is a little 
like buying a new system anyway, with a small 
(but growing) software base. 

Nevertheless, a lot of 64 users - especially the 
diehards - are going to buy the 1764 or another 
REU and find themselves in speed heaven. 
Public domain utilities and adaptations will 
spring up everywhere. Traditionally, 

Commodore 64 productivity classics like 
Paperclip and Superbase 64 have held their own 
against the competition in terms of price and 
performance. If they are forthcoming 
(admittedly, a big "if), full-feature REU 
versions could very well blow the competition 
away. 

In any case, the 1764 definitely puts The Zip 
into GEOS on the Commodore 64. Using the 
near- instantaneous load/save speed and the 
DMA leaves only the 40 column screen, the I 
MHz 6510 CPU (and the optimization of the 
program coding) to hold GEOS applications 
back. Envy, then, the 128? 

Now if Berkeley Softworks and Xetec could 
just get together for custom GEOS KERNAL 
for the Lt. Kernal hard drive: hint, hint.... 



GEOFONT &. PATTERN EDITOR 

If letters are Vanna White's life, fonts are my 
very being. I bought my Gemini lOx largely 
because of its downloadable character sets. 
Fonts. I use the Xetec printer interface (which 
is occasionally incompatible with my Flash!) 
because of the user definable character sets. 
More fonts, And I like using GeoWrite because 
of the various and sundried character sets. The 
Font's the thing! 

So what IS a font? A font is the look or design 
of a character set. Sometimes character spacing 
or pitch (e.g., pica, elite, etc) are confused with 
fonts, especially in printer advertisements. 
Italics, shadow, bold and doublestriking are also 
sometimes referred to as fonts, but along with 
underlining they are more accurately considered 
to be 'aspects' - standard modifications of a font 
style. Most printers have just one or two fonts 
and several different aspects and pitches. 

GeoFont is just what the name implies, a 
GEOS application you can use to create fonts 
that can be used in other GEOS applications (in 
those that allow font usage, of course-~some, 
like GeoFile, don't.) Included on the GeoFont 
disk are several other GEOS applications and 
tools. The PATTERN EDITOR can be used to 



modify the 32 different fill patterns that GEOS 
supports. GeoDUMP is a desktop accessory 
which will dump most screens to the printer 
from within an application. 

CHANGE PRINTER and CHANGE INPUT 
are two desk accessories that work like the 
deskTop options SELECT INPUT and SELECT 
PRINTER, except that they can be accessed 
from within an application. The last program 
included is AUTO PREFERENCE, a routine 
which modifies the boot disk so that Preferences 
is automatically brought up first thing once 
deskTop finishes loading. Since I didn't want to 
alter my only boot disk, I didn't try running 
AUTO PREFERENCE. Similarly, I've only one 
printer and one input device (my only joystick 
is being borrowed - yes, I'm cheap) so I was 
unable to make a full test of these accessories 
also. 

FONTASTIC! 

I tried out GeoFont by reproducing as best I 
could the very first font I created for my 
Gemini lOx - called "Serif". Serifs are the little 
'feet' (or 'hands') that characters sometimes have 
(typewriter letters, for example.) Standard BSVV 
9 point, on the other hand, is referred to as 
being 'sans serif. 

Like any good GEOS application, moving 
through the various functions of GeoFont is as 
easy as pointing and clicking. To start, you must 
select a point size, or how many pixels/dots high 
your font will be from the tip of your ascenders 
(e.g., the top of capital letters, 1, H, d, etc.) to 
the bottom of your descenders (e.g., the dangly 
parts of the letters g, j, p, q and y.) Next, you 
must grab the baseline indicator (where all the 
non-descender characters sit) into place. For 
example, the indicator would usually be placed 
at row seven for a 9 point character set, 
allowing two dot rows for the descenders. 

Moving through the character set you are 
designing is as easy as clicking '+' and '-' boxes, 
or selecting a desired character from the 
keyboard. Similarly, setting the width of each 
character can be set via another pair of +/- 
boxes, or by clicking the WIDTH box and 
responding to a dialog box with the desired 
value. It was with the Width settings that I had 
my only beefs, 

A new font starts out life with each character 
a two dot column wide vertical line. Changing 
the width of each new character must be done 
individually. It would have been nice to be able 
to set an 'average' width for all the characters to 
start out and then modify accordingly. Clicking 
the '+' box was the most irksome way to widen 
the workspace to design a new character. Each 
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click equals one dot column and requires a 
complete redrawing of half the screen, 
regardless of the font size. Each update must be 
completed before the next mouse click registers. 
Moving from a two to an eight dot width 
became a tortuous process less than halfway 
through my new font. The other way to expand 
the width is preferable, but requires using the 
keyboard. Sigh. 

The second irk concerns decreasing the width; 
the program automatically assumed that the 
rightmost dot column is empty (for the spaces 
between letters.) Changing the width from eight 
to seven, for example, erases all of the dots in 
column seven. This is a real nuisance if you are 
trying to design a font in which the characters 
are supposed to run together - like, naturally, I 
happened to be trying to do. An option should 
be available here. 

Otherwise, GeoFont ran like a champ. Like 
most character (and sprite) editors, there are 
controls for repositioning the current character 
inside the work area, and for loading old fonts, 
modifying them, and saving them as new fonts. 

PATTERN EDITOR 

GEOS supports 32 different patterns which 
can be used by any application's screen displays, 
or from within GeoPaint as drawing tools. Some 
are your basic logical useful patterns 
dithering, lines, herringbones, etc. Other are, 
well... different. With PATTERN EDITOR, you 
can change the different GEOS patterns so they 
can be logical and useful, too. PATTERN 
EDITOR comes up as a window over the 
deskTop and none of the command menus 
respond while it is running. You select an Exit 
box within the window to exit the program. 

The Editing Screen of PATTERN EDITOR 
displays the 32 current patterns, an 8 by 8 pixel 
edit workspace, an 8 by 8 pixel edit buffer, and 
a patch display that shows what a field full of 
the pattern currently in the edit box would look 
like at normal resolution. Patterns can be moved 
freely from the Edit box. Buffer and the 
computer's stored patterns by clicking simple 
arrow and sprite pointer controls. 

New patterns can also be saved to disk, loaded 
from disk or the system can be returned to the 
default patterns by simply clicking the 
appropriate control box on the screen. 

AND... 

Myth Conceptions is a small company, so it is 
somewhat of a blessing that Berkeley has 
acquired geoFont from them. The program will 
have a higher visibility and will be easier to 



find, and it's probable that Myth Conceptions 
will make even more money than they would 
have by marketing it themselves. Everybody 
wins. The programs are as satisfying and useful 
in their way as those which BSW has developed 
in-house. With GeoFont, you could theoretically 
create your own Fontpack disks and save money 
(disallowing for the moment that time is very 
often money, too.) There are currently many 
GeoFont-designed fonts available in the public 
domain. 

PATTERN EDITOR is a must for serious 
GeoPaint 'artistes'. GeoDump is the poor man's 
Grabbit (a screen dump utility for the Amiga.) 
And for those with multiple input devices and 
printers, CHANGE INPUT and CHANGE 
PRINTER are bound to be very useful desk 
accessories. 

I am less certain about the need for AUTO 
PREFERENCE to prompt setting the correct 
date every time you boot GEOS. (Amiga and all, 
I am still not sold on the value of date-stamping 
files, but that's just me.) 

NOTE: As of this writing, Berkeley has stopped 
shipping geoFile and is working out the bugs. 
They will ship as soon as they're done, and will 
send a free update to those who purchased early. 
In the meantime, hold on. 

YET TO COME: A look at two GEOS books, 
GEOS support on QLiiik, GEOS for the C128, 
some public domain GEOS prograrfis, Mystic 
Jim's GEOSware, the final version of geoFile, 
and a look at geoPublish and geoProgrammer! 
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CCSZ CLOCK CARTRIDGE 
Jason-Ranheim $49.95 

1805 Industrial Dr. 
Auburn CA 95603 
916-823-3284 

Easy to use battery-backed clock/calendar cartridge for 
the 064/128. Includes 8k bytes of battery-baked RAM, 
plus socket for user EPROM. Includes disk file time and 
date stamping with compatible directory display. 
Provides auto load and run plus power on/off logging 
for unattended applications. -RB 



Here's an extremely easy way to add a battery- 
backed clock/calendar to your C64 or CI 28. 
Simply plug in the CCSZ cartridge from Jason- 
Ranheim, set the clock, and the correct time 
will always be readily available. As an added 
bonus, you get an extra 8k bytes of battery- 
backed static RAM (B-RAM), plus an open 
socket for your own EPROM-based auto- 
starting programs. All the software to operate 
the clock is already in the cartridge itself, along 
with plenty of added features. 

SETUP 

When you first get the CCSZ cartridge, you'll 
need to plug it into your system and leave it 
turned on for a day or so to recharge the 
internal nicad battery. Once the battery is fully 
charged, it will maintain full operation of the 
cartridge for approximately 18 months even 
when removed from your computer. (As usual, 
do not attempt to install or remove any cartridge 
without first turning off your computer!) 

Once the battery is fully charged you'll need 
to set the time and date and establish the proper 
options for your system. To access the internal 
functions you simply hold the CTRL key on 
your keyboard while turning on your computer. 
When the system comes on, you'll see the CCSZ 
options menu displayed instead of the normal 
Commodore BASIC heading. Following the 
simple prompts, the cartridge will be ready to 
use. 

The data from the battery-backed clock in the 
cartridge is moved to one of the CIA clocks in 
your C64/128 during initialization. Since your 
computer has two CIA chips, you can choose 
which one to use from the CCSZ options menu. 



Your software can then access the data from the 
appropriate CIA registers whenever needed. 

Another option selectable from the menu 
allows having the current time, or the date and 
time, constantly displayed on the screen. This 
handy "time tick" occupies the upper right hand 
corner of the screen, overlaying anything 
normally displayed. 

One of the handiest features of the CCSZ 
cartridge is its ability to automatically time and 
date stamp your disk files. When enabled, the 
'time and date is recorded within 4 unused bytes 
of the directory entry whenever a file is saved 
to disk. Additionally, you can also stamp files 
whenever you load them. This feature is fully 
compatible with the TimeDOS utility from 
Family Software, and even uses licensed Time- 
ODS routinge within the CCSZ software. 

If you really want to get fancy, there are 

several options which allow you to have a 
program automatically run when your system is 
powered on or reset. The program can be stored 
in an added application ROM or the standard B- 
RAM within the CCSZ cartridge, or it can be 
loaded from disk. Various parameters allow you 
to specify a program name, select the disk drive 
number, control the initial operating mode on a 
CI 28 system, and control program relocation 
(like when using the ",8,I" in a load command). 

One potentially nasty side effect of the auto- 
load capability is that it disables the normal auto- 
boot function on the C128, and disables the 
BASIC 7.0 BOOT command as well. There are 
ways around this limitation, but you have to 
give up some other feature to get the normal 
auto-boot to function. This may or may not be a 
problem, depending on your application. 

After selecting all the desired options, the data 
is stored within the CCSZ B-RAM and your 
system is returned to normal operation. The 
cartridge is then more or less transparent except 
for a few hooks into the BASIC operating 
system. Some software will not operate with the 
cartridge installed, but with the battery-backed 
clock it's really not a problem to remove the 
cartridge when using incompatible software. 
There is no disable switch, but the cartridge can 
be disabled via software if required. 

ADDED FEATURES 

With the CCSZ cartridge installed in your 
system, a number of functions are available thru 



INI-O 

46 



the use of peeks and pokes in conjunction with 
a SYS call. There are literally too many options 
to list, but they include the ability to stash and 
store variable, string, and array data to and 
from the cartridge's B-RAM, read the current 
date and time, find the amount of free B-RAM, 
set the system variable TI$ to the value of the 
CCSZ clock, enable or disable the cartridge 
temporarily, and access the internal power 
on/off logs maintained by the CCSZ cartridge. 
(The CCSZ records the date and time of the last 
11 times power was turned off and the last 12 
times power was turned on.) 

Besides the functions available to your 
programs, there are also some features available 
from your keyboard in direct mode. For 
instance, you can easily display a disk directory 
with the time and date stamping data included 
by simply pressing the asterisk and return. This 
command can even be invoked from within the 
C128's monitor. 

You can also load and save entire programs to 
the CCSZ B-RAM by simply addressing it as 
device 12 with the normal load and save 
commands. You can even include a ",1" in the 
load command to inhibit relocation. Just keep in 
mind that variables, arrays, and strings are 
cleared when saving a program to B-RAM. 
Also, you can only save one program in B-RAM 
at a time. 

The 4364 RAM chip used for the CCSZ 
battery-backed B-RAM provides 8k bytes of 
storage, of which 256 bytes are reserved for use 
by the CCSZ software. All of the remaining 
storage is available in a C64 system. However, 
due to peculiarities in the CI 28 bus you'll only 
get 4k of total usable storage when the CCSZ Is 
used in a CI 28, regardless of what mode the 
C128 is in. Be careful if you move the cartridge 
between C64 and CI 28 systems; you may wind 
up losing data. 

TECHNICAL SPECS 

The CCSZ cartridge was designed to be as 
transparent as possible while providing a variety 
of features with an easy user interface. It uses 
the I02 control line and addresses in the range 
of SDFFO to SDFFF hex. Additionally, the 
CCSZ software installs 27 bytes of transfer code 
at $03E4 that must remain intact. The system 
vectors for IRQ, NMI, Charin, Charout, Load, 
Save, and SYS999 functions all funnel through 
the installed code in low memory. Additionally, 
the CCSZ cartridge generates an IRQ once a 
second and all interrupt handling must be able 



TIME-DOS 64/128 

Since CCSZ uses a time & date file 
stamping method originated by Family 
Software, we thought it might be informative 
to reprise Bob Baker's review of Time-DOS, 
which originally appeared in The Midnite 
Software Gazette , -Mark 

Time-DOS is a date and time stamping 
system for C64/128 systems with a 1541, 
1571 or compatible disk drive. It wedges into 
the normal operating system and provides 10 
new direct mode commands. 

Time-DOS settings allow program files to 
be date & time stamped automatically when 
created or accessed. All file types can also be 
stamped manually either in the direct mode 
or under program control. The real-time 
clock/calendar (with auto-leap yr.) is 
accurate up to the year 2000. 

The utility is RAM resident and 
transparent to most BASIC or other 
programs. The C64 version uses locations 
$CO0O-£C98O while the CI 28 version uses 
free RAM at $1300-$1BE0. Both versions 
use the time-of-day clock contained in the 
6526 CIA #2. 

Time and date stamps do not consume any 
user disk space or directory blocks. The 
information is placed in the four unused 
bytes following the byte reserved for the 
relative file record length found in every 
directory entry. Any Time-DOS stamped 
disk may be used normally since the data is 
invisible to the standard DOS routines. Time- 
DOS includes a new directory command that 
displays the usual directory plus the added 
time and date information for stamped files. 
The ability to automatically stamp files is 
extremely handy for many applications and 
greatly enhances the normal directory 
information. 

A demo program is also included on the 
$19.95 Time-DOS distribution disk. If 
interested, a copy of the demo program is 
available for downloading from the CIN New 
Products Information download library on 
QuantumLink. 

Highly Recommended! 

Family Software, 3164 Surrey Lane, Aston 
PA 19014, 215-497-5561 
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to deal with this interrupt and allow the CCSZ 
software to gain control. 

Because of the above restrictions, some 
software is not compatible with the CCSZ 
cartridge and will require the cartridge to be 
disabled or removed in order for them to run 
correctly. Jason-Ranheim has information 
available on modifications that can be made to 
Bob's Term Pro 128, Sixth Sense 128, and 
Sixth Sense 64 to allow them to work with the 
CCSZ cartridge. However, the cartridge does not 
appear to be usable with the CP/M mode on the 
C128 system. 

CONCLUSIONS 

I've encountered no problems with the 
cartridge and found the documentation to be 
excellent. Functional descriptions are detailed, 
with plenty of examples. You should be able to 
find the answer to anything you need to know 
about the cartridge and the associated software. 
Everything is well thought out and extremely 
easy to use. 

Personally, I've found the automatic time and 
date stamping to be extremely valuable during 
program development. How many times have 
you saved various versions of a new program 
you're writing and then later forgotten which 
was the latest version? With the CCSZ cartridge 
installed, you know exactly which file was the 
last one saved on disk. 

Many of the available program functions are 
designed to support unattended applications, 
such as BBS or industrial systems. These 
functions would allow the system to survive 
power outages and restore to full operation 
when power is returned to the system. Although 
not intended for everyone, the cartridge is 
extremely powerful and flexible enough to be 
usable in a number of applications. For those 
who have a need, and some programming 
experience to help them develop the proper 
code, they should find the CCSZ an extremely 
valuable and capable product. 






ABOUT THE AUTHOR: 

Robert Baker runs the popular New Products forum on 
QuantumLink. He has written extensively about 
personal computers since the early days of this industry, 
and his credits include Byte, Compute!, and 
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AMIGA 500 
SWEEPSTAKES WINNER 



We'd like to thank all of you for the 
thousands of entries you sent in for the 
INFO AMIGA 500 SWEEPSTAKES in 
issue #15. We're sorry you couldn't all win 
(especially the guy who sent in 500 
entries!), but we thought you'd like to meet 
the one who did: 




Mark Straus 

Rough & Ready, California 

Mark is 18 and a freshman at Sierra 
College in California, and he has been 
computing with Commodore computers for 
six years. He started out on a VIC-20, 
upgraded to a Commodore 64, and is now 
moving up to his new Amiga 500 system. 
He says he'll use his Amiga 500 for college 
schoolwork and recreation, and may even 
set up a BBS system. 

CONGRATULATIONS, MARK! 



To all of you who didn't win this time: 
Don't Despair! We're already planning the 
next INFO AMIGA GIVEAWAYI Watch 
these pages for details! 
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W0RDWRITER3 J49.95 
Timeworks, Inc. 
444 Lake Cook Road 
Deerrield IL 60015 
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V17-1.0: A much improved, affordable wordprocessor still 
lacking in some basic features. The updated program 
offers preset printer files and a bit-mapped print preview 
mode. An 85,000-word spell checker and 60,000-word 
thesaurus are standard. The built-in calculator, data 
sharing capability, and outline processor add the finishing 
touches to this competent but somewhat awkward 40- 
column program. -KT 
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Timeworks' Word Writer 3 is the latest in the 
series of Word Writer wordprocessors. It's also 
an outliner, spell checker, and thesaurus that 
allows you to create, edit, and rearrange text 
and data with relative ease. It's designed to 
share data with Data Manager 2, SwiftCalc, 
Sylvia Porter's Financial Planner, and GEOS. 

The program comes on two unprotected disks. 
The wordprocessor and dictionary are on a 
flippy, while the thesaurus is on a second disk. 
Documentation is a 126-page, spiral bound 
user's manual, along with a keyboard overlay. 
The manual is well written and has a detailed 
table of contents, an index, and chapters on the 
major program features. The manual includes a 
short tutorial and several reference sections, 
including a troubleshooting and quick reference 
guide. The disk includes two sample files but no 
tutorial. 

OLD PROGRAM, NEW FEATURES 

In Word Writer 3, most controls and commands 
are entered using various Commodore-key and 
CTRL-key combinations; some are embedded in 
the text using an instruction preceded by a 
special check-mark character. A welcome 
addition is the bit-mapped print preview 
function, which includes on-screen underscore 
and highlighting. This allows you to see how the 
final text will appear, including page breaks, 
headers, and footers. 

You can insert, move, copy, and delete text; 
indent paragraphs with varying left and right 
margins; use up to 200 tabs at a time; print 
underlining, superscripts, subscripts, boldface 
letters, and other special effects; add headers 
and footers; search and replace words and 
phrases; and automatically center and justify 



text. The program also features document 
chaining (non-automatic); text formatting and 
reformatting, to maintain your margins after 
editing text; form letter generation; file merging; 
page numbering and skipping; horizontal and 
vertical scrolling; and control of screen colors. 
There also is a file conversion utility and a full 
set of disk utility commands. 

Word Writer 3 also allows you to save default 
screen, printer, and other preferences for 
automatic setup on loading. A memory checking 
function tells how much free computer memory 
you have, both bytes free and percentage 
remaining. The program also has a flexible and 
fast set of cursor control movements and a labor- 
saving repeat key function. 

The program disk includes about 30 preset 
printer files. Helpfully, the manual shows you 
how to create your own custom printer file if 
there isn't one for your printer. You can open 
up two windows on the screen to facilitate 
printing functions: one is the printer codes 
window, used to modify printer codes for your 
printer; the other is the printer options window 
for a final check on format settings before 
printing. 

OUTLINE PROCESSOR 

A nice plus is the outliner. With it, you can 
make the task of writing detailed outlines for 
your reports a snap, by simplifying the creation 
of a framework on which to build your 
document. The program offers you five levels of 
outline with corresponding indentation. 

You enter the outline mode by using a two- 
key combination. Once in the outliner, you can 
do such things as saving the original document 
(in case you forgot to do so); automatically 
inserting the correct letter or number for your 
current location in the outline; taking care of 
indexing and re-indexing the outline; moving 
the outline up or down various levels; and 
saving or loading an outline. When you exit the 
outliner, you're returned to Word Writer 3 with 
your outline still in memory, just like a regular 
document. Once you're back in the document, 
you must work manually with the combined 
outline and text. 

SPELL CHECKER 

Another feature is the 85,000-word spell 
checker. It's an integral part of the program, 
with documents being checked in memory rather 
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than being processed outside the program, which 
would require reloading to edit. Like most 
Commodore spell checkers, it's slow; 6.5 minutes 
to check the one page sample document, for 
example. 

The main dictionary resides on the back side 
of the program disk. You can add specialized 
sub-dictionaries containing up to 3,000 
additional words. While the program can't learn 
new words directly from the documents it 
checks, you can save suspect word lists and add 
them to your sub-dictionaries. Because of the 
64's memory constraints, you have to limit your 
documents to 10 pages, and this applies to spell 
checking as well. But the spell checker is easy to 
use and should present few problems to the 
beginner. 

THESAURUS 

A nice feature for wordsmiths is the built-in 
thesaurus. This feature provides synonyms, 
called up from disk by a two-key sequence. To 
use the 60,000-word thesaurus you simply insert 
the thesaurus disk in the drive and place the 
cursor anywhere on the word you want to check 
or replace. After activating the thesaurus, it 
presents you with a numbered list of words 
(often quite lengthy) for your consideration. 
You can then replace the questionable word in 
your text with one of the synonyms, or you can 
go back to the document without making any 
changes. As with the spell checker, documents 
are acted on in-memory. 

OTHER FEATURES 

Timeworks has thrown in a few extra goodies, 
too. One of these is a multifunction calculator. 
Besides doing most of the things you expect 
calculators to do, it also allows you to place 
your computation in the document that you're 
working with--a handy feature for those whose 
wordprocessing tasks run along mathematical 
lines. 

You can also share data with other programs. 
When interfaced with Data Manager 2, you have 
a basic mailing list maintenance system and 
customized report writer. The mailing list 
function allows you to print addresses directly 
onto standard mailing labels and insert addresses 
into your letters. You can also generate 
customized reports with Data Manager 2, 
SwiftCalc, or the Sylvia Porter program and 
transfer these reports into Word Writer 3. 

Another nice feature is the communications 
(file conversion) utility that allows you to 
convert Word Writer 3 files to PETASCII files 
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and vice versa. This capability is useful to 
produce Word Writer 3 documents in a standard 
form that communications terminal programs 
and other wordprocessors can use. 

The new update is compatible with GEOS, 
via GEOWrite, so you can dress up your text 
and print it out with fancy fonts. To do this. 
Word Writer 3 documents must first be 
converted to a form that GEOWrite can 
understand. Then you use the GEOWrite paste 
function to place your converted text in the 
GEOS document. However, due to GEOS' 
constraints, you can only transfer a document of 
6,000 characters (about three pages). Longer 
documents can be transferred, but only in three- 
page chunks. 

WHAT I LIKED... 

Word Writer 3 includes full wordwrap, text 
formatting, and print preview features which 
make entering, editing, manipulating, and 
proofreading text more enjoyable than in 
previous versions. Too, I liked the ability to 
save default settings, including setting up 
different drives for the dictionary, thesaurus, 
and data disks. 

The program's most outstanding feature is its 
completeness. This is especially important to 
students, who have at their disposal a single 
program that can handle most basic 
wordprocessing tasks, and which also has extras 
such as an outliner, spell checker, and thesaurus. 
The data sharing feature which allows exchange 
of data with Data Manager 2, SwiftCalc, Sylvia 
Porter, and GEOS will be useful to some. 

While the extra tools are not essential to good 
wordprocessing results, anyone who has used 
them in producing serious work knows their 
value. I, for one, would never submit to an 
instructor, boss, or editor a report or manuscript 
that I hadn't run through a spell checker, if for 
no other reason than to check for typos if not 
outright spelling errors. 
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...AND DIDNT LIKE 

Rather disappointing is Timeworks' seeming 
inattention to some wordprocessing basics. While 
they've added many new capabilities, several 
meat-and-potatoes features need some sprucing 
up. For example, there is no word counter, and 
the move and copy commands are Iimited--they 
don't provide the sophisticated cut and paste 
that most advanced wordprocessors offer. You 
can only move or copy text in whole line 
segments, rather than snipping with some 
flexibility. This requires that you clean things 
up after executing the move or copy. The delete 
command needs work, too: you can delete single 
characters, words, returns, lines, and to end-of- 
text with the press of a key. But you can't 
conveniently delete a sentence or user-definable 
sentence fragment. 

Documents are limited to 10 pages. While you 
can chain files to print documents up to 250 
pages in length, file chaining isn't automatic. 
You have to manually print out each file 
segment, load the next and print it out, and so 
on, until the complete document has been 
printed. This procedure is archaic; even the 
older 64 wordprocessors chained documents 
automatically. In the spell checker (which is 
slow) you have to save parts of the document 
under different filenames and spell check each 
segment. 

I also didn't care for some of the Commodore- 
and CTRL-key commands. Many of these 
command sequences weren't related 

mnemonically or logically to the function being 
carried out. You have to rely heavily on the 
keyboard overlay, so don't lose it! 

FRINGE BENEFITS 

One benefit of owning a Timeworks software 
package is the free after-sale telephone support. 
This actually works, though in the past it has 
been a problem getting through on the toll-free 
lines. Apparently, Timeworks sought to clear the 
decks by changing their number to a regular 
(toll) line. Only registered owners are supported 
over the phone, so be sure to send in your 
software registration card. 

Timeworks also has opened up a publisher's 
area on QuantumLink. You can access the 
Timeworks support team, discuss problems with 
other users via a message board, and attend 
online conferences as well as download archives 
of previous conferences. You can also download 
a Word Writer 3 demo on QuantumLink. These 
activities are in extra-charge plus areas, 
however. 



There also is a liberal upgrade policy, whereby 
you can upgrade to newer program versions for 
a nominal charge. In addition, there's an 
exchange privilege should you change to a 
different computer and want to upgrade your 
software for the new machine. 

If you can't get things running right after a 
few help sessions and feel that the product 
doesn't meet your needs, Timeworks offers a 90- 
day money-back guarantee. If you find another 
product that works better for you, and if it's 
available, Timeworks will take back your 
program and obtain the new one for you. The 
only additional cost is for any retail price 
difference and shipping/handling charges. 

SUMMING UP: 

Commodore users who are familiar with the 
old Word Writer will be at home with the 
newest upgrade. But if you are a fan of the 
format-command standbys such as EasyScript, 
PaperClip, or WordPro, you may be 
uncomfortable with Word Writer 3, which 
operates much differently. 

I have mixed feelings about the upgrade. True, 
it's jam-packed with new and impressive 
features and capabilities that tax the 
performance limits of the 64; in fairness, the 
program is dramatically improved over what it 
was four years ago, when it was sold at the 
same price. 

But I'm uneasy with some of its awkward 
characteristics, such as the manual file chaining 
and hard to remember command sequences; the 
inattention to some wordprocessing basics is also 
troublesome. For Word Writer 3 to compete with 
the top Commodore wordprocessors, Timeworks 
needs to look to some of these deficiencies. But, 
if you're a Word Writer fan, this latest 
incarnation may indeed be for you. And 
considering Timeworks' excellent support and 
money-back guarantee, there's little risk in 
seeing for yourself if Word Writer 3 lives up to 
Timeworks' claims for it. 
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As surprising as it may sound, computers don't 
always work right. Just like the programs you 
write don't always do what you expected, the 
programs etched in stone inside your computer 
and disk drive--the Kernal, BASIC language, 
screen editor, and DOS--sometimes have 
trouble. 

A ROM (Read Only Memory) is the permanent 
memory that contains these programs. The 
programs inside these silicon chips are 
permanent. Once made, the program in a ROM 
cannot be changed. If there is a bug in the 
program, you have to live with it.. .at least until 
there's an upgrade. Late this spring. Commodore 
released a new set of ROMs for the C128 and 
CI 571. These new ROMs fix most of the bugs 
that bothered CI 28 users. 

BUGS 

Though you might not have noticed that your 
C128's SID chip was not perfectly tuned to 
concert pitch, you probably did notice that the 
CAPS LOCK key worked perfectly until you 
pressed 'q'. Likewise with the 1571 disk drive: 
you may not have ever noticed that the disk 
timing constant was trimmed by almost half in 
comparison to the 1541, but you probably 
noticed that it took nearly forever to write a 
sequential file to the second side of a 1571 disk. 
Yep, your C128 system was shipped with lots of 
little glitches. Some of them were obvious; 
others were so nearly invisible that it is a 
wonder that anybody caught them all (or were 
they really all caught?). 

In any case, Commodore has released new 
ROMs for the CI 28 and 1571 that take care of 
most of the known bugs. Why not all of them? 
Some of the bugs have been around since the 
first Personal Electronic Transactor (PET) 2001. 
Killing the bug might be easy, but thousands of 
programs have been written around--or even 
using--these bugs. For example, the BASIC 
mathematical routines will happily give you the 
result of (-2^.5). Changing this now would kill a 
number of programs. 

Most operating systems go through at least a 
couple of revisions, and some are never truly 
permanent until the machine is dead — kind of 



like Latin. The business world is now up to MS- 
DOS version 3.3 (or later) and the actual version 
number of the current Amiga OS is up 
somewhere around 33. All things considered, the 
CI 28 and 1571 ROMs are pretty sound. 

The original C128 came equipped with three 
ROM chips: BASIC low; BASIC high/monitor; 
and the KERNAL-CP/M-editor. Commodore 
has since redesigned the circuit board inside the 
computer so it is cheaper to make, and in doing 
so crammed the contents of these three chips 
onto two chips. To the user these two versions 
of the machine are identical, except for 
hardware accessories which require an internal 
jumper (an IEEE or hard drive interface). I 
have not yet seen any of the newer cost-reduced 
(CR) or two-ROM models off the line, so my 
discussion will cover only the original C128 
boards. 

Likewise, a cost-reduced 1571 has been 
designed, but never produced. Both versions of 
the 1571 have a single ROM chip that contains 
the Disk Operating System for all of the 1571 
modes: single sided 1541 emulation; double- 
sided 1571 mode; and CP/M. (The CP/M DOS is 
actually not in drive ROM--the drive uses only 
a little bit of code for basic communications. 
CP/M uses the Z80 inside the computer to keep 
track of what is going on in the disk drive.) 

DO YOU NEED NEW ROMS? 

The new ROMs for the original CI 28 and 
1571 are both available now (prices and where 
to order are provided at the end of the article). 
But do you really need new ROMS? First, let's 
consider what the ROMs actually do and then 
consider what the new ROMs do better than the 
old ones. 

In the C128, the ROMs contain the BASIC 
language, the machine language monitor, the 
screen editor, the Kernel, and a little bit of 
code for CP/M. The first point to make is that 
if you do not write your own programs you 
probably do not need the new C128 ROMs. 
Consider that more than one million machines 
were sold with the old ROMs and that every 
commercial program that comes out will support 
the old ROMs. New ROMs will not do much for 
you if every program you use comes out of a 
box. 

Even if you do write your own programs, it is 
unlikely that very many of the original bugs will 
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give you problems. It may sound bad that the 
CHAR command would corrupt locations $D600 
and $D601 (decimal 54784 and 54785) in RAM 
bank 0, but it is not so bad when you realize 
that you would have to write a program thirty 
eight thousand bytes long (assuming that you are 
using the graphics screen--your program would 
have to be forty-six thousand bytes long if you 
don't) before that little glitch will corrupt your 
program. And if you did have a program that 
big, you just might have a bit of trouble with 
DELETEing your last few lines. 

Granted, some of the C128 ROM bugs could 
be a nuisance, but few of them will kill your 
data and most of them can be worked around 
rather easily. If you do much programming, the 
new CI 28 ROMs may be worth it. If you don't 
do much programming or if you write small to 
medium sized programs, you can probably get 
along quite well with the original ROMs. 

The 1571 ROMs are a bit of a different story, 
and for two very important reasons: speed and 
reliability. Commodore gave us many good 
things in the original 1571. Compared to the 
1541, it has tvvice the storage capacity per disk, 
it is three to five times as fast, and it can read 
and write many different disk formats (not to 
mention the soft stop that keeps it from going 
out of alignment quite so often, and the device 
jumper switch on the back). But the truth of the 
matter is that the 1571 DOS is little more than 
the seven year old 4040 DOS rewritten, adapted, 
and patched. The original 1571 still wanted to 
believe that there could possibly be a second 
disk drive in a single device, and some of the 
support code probably remains even in the most 
recent revision. So, 1571 users inherited the 
notorious SAVE-with-replace bug and, although 
the drive can write to both sides of the disk, the 
original ROMs did were rather lazy about it and 
occasionally forgot what they were doing. 

Although the computer itself is the real brains 
of the computer system, the drive is the heart. 
Without a way to store and retrieve programs, 
documents, and games, the computer would be 
rather worthless. The bugs that you bought with 
the 1571 gave the heart of your system a 
murmur. You could write to the second side of 
a disk, but it might take forever. And if you 
were writing to both sides of the disk and had 
more than one file open at a time, you might 
lose one of them. Or lose both of them. Or lose 
neither of those two and lose the next file you 
wrote. You could use the save-with-replace 
feature, but chances were that you would lose 
one or more files sooner or later. And relative 
files were not much better, especially if one 
wrote over the edge and had part of the file on 



each side of the disk. 

So, while most users can live comfortably with 
the old C128 ROMs, the old 1571 ROMs have 
quite a few problems that are well worth fixing. 
But Commodore has been known to do some 
odd things in the past, so it is not inconceivable 
that the new ROMs could be just as bad as the 
old, or maybe even worse. The version 2 ROMs 
for the C64, for example, had just as many bugs 
as the original ROM, and some of them were 
worse. So to be sure that the new CI 28 and 1571 
ROMs are all they are cracked up to be, I tested 
them. 

THE TEST LAB 

For the C128, I simply went down the list of 
corrections as given in Commodore Engineer 
Fred Bowen's public letter of December 1986 
and tested changed functions or commands that 
a fairly normal user would be likely to 
encounter. For example, I tested the LIST, 
DELETE, and RENUMBER commands in the 
editor, the RSSPRITE, RSPOS, and relative 
coordinate plotting for graphics commands, and 
used the PRINT USING command with all sorts 
of strings and numbers. On the other hand, I 
did not test the 8563 VDC initialization for PAL 
(European) systems nor most of the other low 
level Kernal level commands. 

The result is simply that the original C128 
ROMs were not all that bad. The new ROMs are 
a little better. Everything I tested using the new 
ROMs worked as I expected it to and as Mr. 
Bowen's letter of last December indicated it 
would. A complete list of tests I conducted and 
the programs or methods I used to conduct them 
are available on request [from the author]. 

Being that Commodore disk drives since the 
VIC 1540 have been something of an Achilles' 
heel for Commodore systems, I tested the new 
1571 ROMs more extensively. Having two 
drives, I left the original ROM in one drive 
(device 8) and put a new ROM in the other 
(device 9) and then wrote programs that first 
tested the new ROM and then the old. I really 
tried to push the drives to their limits. Unlike 
most of the C128 bugs which you can work 
around or avoid entirely, a couple of the 
programs that performed flawlessly with the 
new 1571 ROM never even finished on the old 
ROM. 

Some of the fixes were fairly easy to test. For 
example, the original ROM took quite a long 
time to write most files to the second side of the 
disk because it accessed the BAM (Block 
Allocation Map) every time it wrote a block. 
The new ROM only accesses the BAM when it 
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starts to write the file, when it finishes the file, 
and occasionally when it changes tracks. (An 
interesting sidenote; I could not use the 
computer to time these tests involving the new 
and old disk ROMs. ..the time reported for the 
old ROM was generally substantially less than 
the time reported for the new ROM even 
though the old ROM actually takes much longer. 
I have not tracked down the reason for this, but 
it seems that the old ROM partially releases the 
serial bus and lets the computer start processing 
subsequent commands before the drive is 
actually finished.) 

Table 1 shows the times it took to write five 
50 block files to side one of the 1571 drive 
using the new and the old ROMs. The timing 
was done by hand so it is not absolutely 
accurate. 



one. The directory excerpts given in Table 2, 
below, show the results. 



Table 1 W 


rite times 


to side 1 ^^H 


ROM 


OLD 


NEW ^M 


1 


135.23 


27.53 ^m 


2 


136.37 


26.78 


3 


1-11.35 


27.01 


4 


145.59 


27.24 


5 


150.64 


28.00 ^H 


TOTAL 


709.18 


^H 


AVG 


141.84 


^H 



The new ROMs write to side one 5.2 times 
faster than the old ROMs, If you often use your 
drive for sequential files, this alone is reason 
enough to get the new chips. 

The next reported problem I tested involved 
the BAM Swap Bug, This bug corrupts the BAM 
when more than one file is being written to and 
is especially troublesome when data is being 
written to both sides of the disk. To test the 
bug, I created a 600 block dummy file on side 
0, closed it, then opened three files and wrote 1 
block to each file 30 times. At first glance, both 
drives seemed to perform identically, showing 
634 blocks free . It got interesting when I 
started scratching the 30 block test files one by 



The 1571 ROMb, both old and new, have the oddity of 
allocating an extra block when the file you are writing is 
an exact multiple of 254 bytes (1 block) long. It 
apparently allocates the next block in anticipation of the 
next byte, which never gets there. I have not encountered 
any problems from this, but it does take 1 extra block for 
each such file. Validating the disk does not correct this. 




These results may not look terribly dramatic, 
but consider how confused the BAM must be! In 
a similar test which involved validating the disk 
after each scratch, the BAM showed that the 
disk had more blocks free than were possible. 
Specifically, after using the old ROM to write 
several sequential files over the edge of the disk 
(on both side and 1), then scratching a file 
and validating, the directory showed: 



BEFORE 


AFIER 


600 "big file" 


600 "big file" 


19 "file 1" 


19 "file 1" 


38 "file 2" 


38 "file 2" 




11 "file 3" 


660 blocks free 


677 blocks free 



This is even more dangerous. A bit of 
arithmetic shows that after scratching file 3 
there should be 671 blocks free. After 
validating, the BAM shows that there are 677 
blocks free. Somewhere on the disk there are six 
data blocks which the drive will overwrite. 

You can avoid the BAM Swap Bug by opening 
only a single file to the disk at any one time, 
but this severely limits what you can do. And 
not all commercial programs will confine 
themselves to this. The BAM Swap Bug is, quite 
simply, a time bomb that is waiting to corrupt 
vour data disks. 

The new 1571 ROM handles the BAM much 
better. When writing multiple files over the edge 
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of the disk, I could not get it to corrupt the 
BAM. And I tried just about every variation and 
sequence of writing, scratching, writing again, 
appending, and validating that I could think of. 
The new ROM seems to work. 

After testing the write time and the BAM 
swap, [ tried a number of programs using 
WRITE@ (write with replace, e.g. OPEN 2,8,2. 
@0:SEQUENTIAL FILE, S. IF), writing over 
the edge and on side one. The programs I wrote 
to test these should work, according to the 
documentation. And using the new ROMs, they 
worked just fine. Using the old ROMs, they 
crashed. 

If the BAM Swap tests confused the old 
ROMs, the programs testing the WRITE@ that 
worked on the new ROMs sent the old ROMs to 
Bedlam. When I ran the program, the old ROM 
reported DOS error 72, disk full. DCLOSE 
failed, reporting NO CHANNEL, and a 
directory reported 336 blocks free when there 
should have been 468 blocks free. After 
validating the disk, the directory reported 654 
blocks free. ..almost 200 blocks more than there 
should have been. 

I got similar results when I tried writing 
relative files over the edge. Again, the new 
ROM performed almost flawlessly. The old 
ROM crashed with a DOS 67, illegal track or 
sector, GO, 00 error and totally corrupted data. 
Just getting the files closed after testing REL 
files required a hardware reset. 

The actual SAVE@ bug proved hard to test. In 
fact, I could not get the old ROM to corrupt the 
disk under controlled conditions. I had, 
however, used SAVE@ with the old ROM 
several times over the past two years, and 
corrupted a good half dozen disks. I quit using 
SAVE@ with the old ROM. I have been using 
SAVE@ with the new ROMs almost constantly 
for the past three months and have yet to 
corrupt a file. Although not very scientific, I do 
believe that the old ROMs do not correctly 
handle SAVE@; the new ROMs seem to handle 
it well. 

Before I was asked to write this article, I had 
never really paid much attention to the 1571 
ROMs and had not worried too much about the 
reported bugs. Very few of them caused me real 
trouble. I knew enough (after losing a couple 
files) not to try SAVE@, and I simply avoided 
writing to the second side of the disk. The 
faster loading speed seemed enough to make the 
drive worth the extra money. Researching this 
article, I learned just how bad the old ROMs 
really are and I was surprised that I had not 
encountered more problems with it before. 
Looking back, I can see that some of what I had 



thought were operator errors or software bugs 
were really the fault of the drive. 

TO BUY OR NOT TO BUY 

So, do you want to get new ROMs for your 
CI 28 and 1571 system? For the 1571 I give a 
categorical and emphatic YES! The new 1571 
ROM speeds up the performance and reliability 
of your system. As for the CI 28 ROMs, I 
recommend them but feel that they are certainly 
not required unless you do quite a bit of heavy 
duty programming. The differences are 
certainly there, and they are more pleasant to 
work with, but the differences are not great 
enough to enable you to do that much more 
with the system. 

If you do decide to get new ROMs, they must, 
of course, be installed. This is not particularly 
difficult, but it does require time and patience. 
If you have not installed ROMs before, get 
somebody (like a local techie) to help. If you 
want to do it yourself, I recommend that you 
consult with your local users group or ask 
around on QLink. Remember that simply 
opening the case of the computer or disk drive 
voids the warranty. And, UNPLUG ALL 
EQUIPMENT BEFORE YOU TRY 

ANYTHING. I cannot recommend that you 
replace the ROMs yourself, but I can 
recommend that if you are going to, do it on a 
cool rainy afternoon when you have an hour or 
so to take the time to do it carefully. 

To get your new ROMs, try your local 
Commodore shop, check out a mail-order outlet 
that specializes in chips (like JameCo or K. 
Boufal), or contact Commodore Service directly. 
The C128 chipset is $24.95 ppd. and the 1571 
ROM is $9.95 ppd. from: Commodore Service, 
1200 Wilson Dr., West Chester PA 19380. We 
understand that Commodore is running behind 
in filling ROM orders, so be sure to try the 
other sources first. 
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C128D VIDEO RAM 

We reported in the Rumor Mill last time that 
we had heard the new C128D might ship with 
64K of 80-column video RAM. Now that the 
machines are actually available, we have found 
that the rumor is true. Without special software 
to access it, it doesn't do you much good, but 
with the right program, it's great. For example, 
BASIC 8.0 from Patech lets you use the 
additional RAM to create hi-res graphics virtual 
screens much larger than the visible screen, with 
screen resolutions up to 640x800 (monochrome). 
By the way, we've heard discount/sale prices on 
the 128D are as low as £449.95 already in some 
areas. 

AMIGA TRADE-INS 

We've heard from dealers, readers, bums on 
the street--everybody but Commodore — that the 
$1000 trade-in allowance for an A 1000 when 
you buy an A2000 is a sure thing. Commodore 
is still not committing to it officially at 
presstime. I'm sure by the time you read this, it 
will all be history. 

By the way, the rumor about a C64 trade-in 
for a free WordPerfect when you buy an A500 
(which we passed along in the last Rumor Mill) 
turned out to be false. The WordPerfect deal 
involved a special offer to Commodore user 
groups. 

THE FCC 

The FCC is still considering a surcharge on 
interstate telecommunications that could cost 
home and business computerists from $4 to $10 
an hour for online access to national networks 
like QLink, PLink, GEnie, and CompuServe (see 
INFO #16). We've had lots of folks ask us for 
the address of the FCC so they can protest. Here 
it is: 

Federal Communications Commission 

1919 M Street N.W. 

Washington, DC 20554 

attn: FCC Chairman D. Patrick 

(202) 655-4000 
If you use the networks, or if you just believe 
in the right to do so, don't delay in sending 
your opinion along to the FCC. Unless they 
change their decision, the rate hike goes into 
effect January first, effectively marking the end 
of the personal telecommunications networks. 



THE SX-64 SHORTAGE 

As we reported last issue, used SX-64s remain 
in short supply. We've had a lot of people ask us 
what theirs is worth. Our scientific survey of a 
couple of dozen classified ads in user group 
newsletters from around the nation indicates 
that a working SX-64 is currently going for 
anywhere from $325 to $450. 

MICRO-ADS 

Those of you who read the INFO unclassifieds 
last issue found the address of MicroAds and 
the real price of their Video Titler program for 
the C64. In the "Graphics Renaissance" article 
we listed the price as $14.95; it should have 
been $19.95. The address is: MicroAds, 145 
Norman Dr., Palatine IL 60067. 

MACVIEW C64 

Paul Hughes, SYSOP PH on QLink, writes to 
straighten us out on MacView C64, mentioned 
in the graphics article last issue: 

"You stated that MacView C64 will convert 
downloaded MacPaint files into geoPaint 
format. This is not the case. MacView C64 is 
available here on QLink in my Graphics SIG 
Utilities section. It is a short 13-block program 
that loads in an unconverted MacPaint file, then 
uses the cursor keys to scroll a 320 x 200 
window to view the whole 576 x 720 area of the 
picture. MacGeoPaint 1.1 by James Hastings- 
Trew is the program that will convert a 
downloaded MacPaint file into a geoPaint 
picture in just 4-6 minutes!" 

Thanks for the INFO, Paul. 

INFO'S SURVIVAL GUIDE 

Several people have written to ask where we 
got the prices we listed for the products 
recommended in the "Survival Guide" article in 
issue #15. We tried to list an average price for 
each product, somewhere between the full 
suggested retail and the discount price of each 
item. We figured that a median price would let 
people know when they were getting a good 
deal. We usually list full retail prices for 
products we mention, and we should have made 
it clear that we were not listing full retail in that 
article. 
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STARBOARD 2 
SiicroBotics, Inc. 
P.O. Box 855115 
Richardson, TX 75085 
(214) 437-5330 

'2 mega of autoconfigure fast RAM for the Amiga 1000. 
vVel! built, simple to install, expandable, dependable, and 
passes the expansion bus through. Also available in 512K 
;ind 1 Meg versions; user-upgradeable with inexpensive 
256K RAM chips. Optional internal multifunction module 
adds battery-backed clock, 68881 math chip socket, and 
hardware recoverable RAM disk. Optional SCSI module. 
A superlative RAM expansion. -WB 



SifiSa 



mi& 



3taM 



While the Amiga doesn't have the 640K total 
RAM barrier of MS-DOS computers, expansions 
to take advantage of its full eight megabyte 
address space have been slow in coming. One 
early entry in this field is the StarBoard2, a one- 
half, one, or two megabyte memory expansion 
box for the Amiga 1000 from MicroBotics. 
Included with the autoconfiguring, no-wait-state 
RAM box is a sheet of instructions, a disk with 
installation software for Kickstart/Workbench 
version 1.1 (unnecessary for version 1.2), and a 
warranty card. The two-megabyte version lists 
for $879, but many dealers are offering 
substantial discounts. Prices will vary quite a 
bit on this item, because some dealers buy the 
OK or 512K units and add the extra memory 
themselves. It's worth taking the extra time and 
trouble to shop around because of these wide 
price variations. 

The StarBoard2 fits a fair amount of hardware 
in a small area. It is surprisingly smalI--only 
one and one-half inches wide, four inches high 
(the same as the A 1000), and ten inches deep. 
When installed, it sticks out an inch from the 
back of the computer, leaving the 
mouse/joystick ports in the front accessible. 
The case is metal, with rounded corners, and is 
painted to blend into the Amiga exactly (most 
people don't even see it until it is pointed out to 
them). On the bottom of the case are two little 
rubber feet to protect your desktop. 

StarBoard2 is an autoconfiguring device; when 
version 1.2 of Kickstart is used to boot the 
Amiga, the memory is automatically recognized 
and made available for programs and data. 



Optionally, it can be used with Kickstart 1.1 
with the AddMem program included on the 
disk, should the need ever arise. MicroBotics 
has left the customer's options open, too--the 
expansion port is duplicated on the right side of 
the box for future additions. Those who need 
truly gigantic memory space can even add 
another StarBoard2, for a total of 4 megabytes 
of RAM. It is possible to add more than two 
StarBoards, but the Amiga's power supply tends 
to become somewhat overdrawn with more than 
two of them installed. 

INSTALLATION 

The one-page instruction sheet provided is 
thorough, complete, and readable. Installation 
of the StarBoard is simple, provided you are 
careful and patient. After removing the 
Amiga's expansion cover and using a 
screwdriver with the included jackscrews to 
create threads in the computer's metal expansion 
port shield, the StarBoard2 is gently pushed onto 
the card-edge connector. The two jackscrews 
are then installed for both physical and 
electrical connection to the shield. The 
expansion port cover that was removed from the 
Amiga is then used to cover the port on the 
right side of the StarBoard2. 

Some users will opt to purchase the StarBoard2 
without its full complement of memory. The 
instruction sheet covers the addition of 256K, 
150 nanosecond memory chips to the basic board 
to bring it to one megabyte, and the addition of 
the Upper Deck daughter board that adds the 
capacity for another megabyte. As specified in 
the instructions, only Texas Instruments, 
Hitachi, or Mitsubishi chips may be installed 
without voiding the warranty. Technically 
proficient users may wish to go this route, but 
the two megabyte version has several advantages 
--it avoids the possibility of acciental damage, 
is potentially cheaper than buying extra chips 
and the Upper Deck board, and avoids the 
installation hassle. 

IN ACTION 

The StarBoard2 has shown me what a short- 
sighted thing it was for Commodore to release 
the Amiga with only 512K of RAM. With the 
StarBoard2 the Amiga comes into its own--this 
is how it should have been! Programs and data 
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Starboard 2 conlinued 



no longer need to be shoehorned into a "puny" 
512K. Total capacity of the machine becomes 
astounding--multitasking four or five programs 
while loading an entire 880K floppy into 
memory is easy. With all the commonly-needed 
DOS commands in RAM, operation of the CLI 
becomes quick and effortless. (Two public 
domain programs I have found extremely useful 
are GfxMem and CPri. I execute GfxMem, 
which displays a bar graph of how much 
memory is occupied, then set its priority to -10 
or so with CPri, By doing this, it only runs 
when other programs relinquish the processor.) 

The only problem is not with the StarBoard2, 
but with older Amiga programs that do not 
expect the profusion of memory. In these 
programs, graphic data (like gadget images) is 
often garbled or completely invisible, due fo the 
custom chips' inability to access more than 512K 
of RAM (chip memory). There are two 
solutions to this problem. The first is to simply 
boot the computer with Kickstart 1.1. Since 
version 1.1 doesn't acknowledge the presence of 
the extra memory, problem programs run as 
they did before. It's not easy to go back to a 
machine with only half a meg, though! 

The other route involves another public 
domain program called FixHunk. This program 
modifies a program's object code on disk to 
force program data to be loaded into chip 
memory. So far, I have not found a program 
that FixHunk wouldn't, uh, fix. The public 
domain programs StarTerm and Hack and even 
Commodore's own Textcraft all had problems 
working with the external memory before I ran 
them through FixHunk; now, they work fine. 

The only difference that the installation of the 
StarBoard2 has caused in the operation of my 
Amiga is a slightly increased amount of radio- 
frequency interference. In other words, there is 
a little more static audible on my radio when 
the expansion box is in use. That's it. I haven't 
experienced any of the incompatibility horrors 
that others have reported with some other 
Amiga RAM expansions. There have been 
mysterious glitches, crashes, or other 
unexplained gremlins. The most likely source of 
problems will be copy-protected programs; the 
only ones I have are games, and there have been 
no problems with any of them. All my other 
software works fine, although some older 
programs initially had the gadget image problem 
that I described above. 

CONCLUSIONS 

I ordered a StarBoard2 expecting a cheap but 
usable memory box. I received a well-made. 




StarBoard2. A lot of potential in a small box. 

dependable, upgradeable Amiga RAM 
expansion. The StarBoard2 has the small size and 
iow cost of other Amiga RAM boxes, but adds 
the very desirable plusses of affordable 
expandability (with 256Kbit chips, rather than 
their still-expensive 1 Mbit counterparts), and a 
pass-through design that allows for future 
expansions. For the near future, MicroBotics 
has promised two cards that fit inside the 
StarBoard2: a multifunction module that 
provides such features as a battery-backed 
clock, a socket for a 68881 math coprocessor, 
and a hardware write-protected RAM disk that 
survives resets; and a SCSI module to interface 
with a hard disk. Before I saw the StarBoard2, 
I had some very real doubts about whether 
Microbotics would be able to deliver these little 
trinkets. Now, I have no doubts that they can 
do it, with even more goodies to come. 

I expect a lot for my money, but the 
StarBoard2 surpassed all my expectations. Its 
features add up to make ah Amiga memory 
expansion that the discriminating user will find 
irresistable. 
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by Mark R. Brown, Technical Editor 

A 16/32-bit computer is one that uses a 16-bit 
external data buss, but uses 32-bit registers 
internally. In simple terms, while 16/32-bit 
computers are not the most advanced personal 
computers on the market (true 32-bit computers 
have that distinction), they are the most 
powerful reasonably- priced micros. 

The most commonly used 16/32-bit 
microprocessor chip is Motorola's 68000. It is 
used in all models of the Amiga, the Atari ST, 
and the less-expensive Apple Macintoshes. The 
newer Mac II, which we've included in the chart 
because so many people are interested in its 
color capabilities, uses a more advanced true 32- 
bit microprocessor, the 68020. The new IBM 
PS/2 series models incorporate microprocessors 
from Intel; the 80286 in the model 50 is actually 
a 16-bit computer chip, but it includes some 
extra features such as a MMU (memory 
management unit) which make it more powerful 
than straight 16-bit computers; the 80386 in the 
model 80, IBM's top-of-the-line in the Personal 
System II series, is a very powerful true 32-bit 
machine that we've included just to show you 
how much money you can spend if you want to. 
We haven't included the model 30, which uses 
the lowly 16-bit 8086 chip, or the Apple IIGS, 
which uses 8/16 technology. Nor have we 
included the elderly 128K Macintosh or the 
512IC "Fat Mac", which have been superceded 
by the newer Mac Plus and Mac SE. Atari's 
Mega ST is not listed because it hasn't shipped 
yet. Atari may ship it' by the time you read this, 
but we'll wait and see. We have also not 
included machines like Compaq's 386 computer 
or the price-reduced Sun and Apollo 
workstations, because there is simply not the 
space to list them all, so we stopped with the 
"Big 4". 

The notes do a pretty good job of explaining 
the peculiarities and particulars of each 
machine, but here's some additional INFO: 

The Amiga 1000 is no longer being built, as 
near as we can tell. The $1299 official list price 
is as close to fiction as you can get; the real 
street-retail price is closer to $1000 with 



monitor. The A2000 should be available by the 
time you read this. If not, don't blame us. All 
three Amiga models are very similar in 
function, with their major difference being 
internal technology and expandability. 

The two cheaper Macs are quite similar to one 
another, but the SE has an internal expansion 
slot. The Mac II is much more powerful, and 
more expensive. 

The IBM PS/2 line also includes models 25, 
30, and 60, not listed because the 25 and 30 are 
underpowered compared to the rest of the line, 
and the 60 is essentially a 50 in a bigger box for 
more money. 

The Atari STs are similar to each other, but 
the 1040 has twice the memory and the drive is 
built-in. Both are intended to be stand-alone, 
entry-level, unexpandable computers. 

Some may argue with us about some of the 
features listed. For example, we list the Amiga's 
true highest "overscan" resolution, not the 
640x400 that Commodore claims. We also claim 
the Amiga can display a maximum of 4096 
colors at once rather than 32. Why not? There 
are very few restrictions on the use of HAM 
mode, many fewer than you encounter when 
trying to use 16 colors in the C64's 320x200 
hires mode, and that's been the claimed 
resolution of that machine since day one! Rest 
assured that most of the data in our table is 
taken directly from the manufacturer's literature 
for the machine. 

Needless to say, we think the Amiga stacks up 
pretty well. 

Remember that most of these systems do not 
include a monitor, and one that will handle the 
high-resolution RGBA output of these machines 
will cost you an additional $350-up. Some 
systems also have "hidden costs". We've added in 
the worst of these: the video board for the Mac 
II ($648). We did not add in the cost of 
expansion memory, additional disk drives, hard 
drives, etc., even though many of these 
machines (including the Amiga) may not be able 
to achieve their full potential without the add- 
ons. Be sure to consider these things when you 
go to buy. 
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FEATURE 

List Price:(14)(18> 

HARDWARE 

Processor 

Speed .^_ 

Hath chip? "^" 

RAM: Standard/Max 

Number of Slots 

3.5" Drive Storage Capacity 

U Drives/Max. Internal 

Hard Drive/Capacity 

House? 

RS23ZC Serial Port? 

Parallel Printer Port? 

Joystick Port? 

Expansion Buss? 

Additional Ports 

Battery Clock? 

Keytward: # Keys 

: Detachable? 
: function Keys? 

: Numeric Keypad? 

: Cursor Keypad? 

DISPLAY 



COMMODORE 
AMIGA 1000 



SI 295 



68000 

7.14 MHz 

no 

256K/8 Megs 





AMIGA 500 



$ 699 



68000 

7.14 MHz 

no 

512K/8 Megs 



880IC 

1 

opt. external 

yes 




AMIGA 2000 



$1999 



68000 

7.14 MHz 

no 

1 Keg/8 Megs 

7(15) 

S80K 




1/2 

opt. 

yes 

yes 

yes 

2 

yes 

yes 

94 

yes 

10 

yes 

yes 



internal 




IBH(IO) 
PS/2 MODE 



$3595 



80236 

10 MHz 

no (socket) 

1 Me9/7 Megs 

3 

1.44 Megs—— 

1/2 

20 Megs 

optional 



yes 

no 

no 

yes 

101 
yes 



yes 
yes 




Max. Screen Resolution 
Color Palette 
Max. # Colors On-Screen 
Hardware Blitter? 
RGB output? 
Composite output? 
Monochrome output? 



672x444(3) 

4096 

4096(4) 

yes 

yes 

yes 

no 



672x444(3) 

4096 

_4p96(4)^ 

"yes 

yes 

tio 

yes 



672x444(3) 

4096 

4096(4) _ 

yes 

yes 

no 

yes 



640x480 
262,144 
^256 ,(320x200) 
no 
yes 
no 




SOUND 

# Voices" 
Stereo? 



OPERATING SYSTEM 

Name 

ROM/disk 

Size 

Multitasking?(16) 



4 digital 
yes 



Intuition 
disk 
256IC 
yes 



4 digital 
yes 



Intui t ion 
ROM/disk 

yes 



4 digital 
yes 



Intuition 
ROM/disk 
256K 
yes 



beeper 



BIOS(S) 

ROM 

128K 




**NOTES: 

(1) We're sorry, Apple fans, but the IIGS doesn't belong in this category. It is an 8/16-bit 
computer. Same goes for the new IBM PS/2 Model 30. It's an 80a6-chip 16-bit machine, period. 
Even though the 80286 in the models 50 and 80 is also a straight 16-bit processor, it has a 
memory management unit and other features that bring its performance up, so we included them, 

(2) Atari's Mega ST is not yet available. 

(3) "Overscan" mode. We know Commodore only claims 640x400 maximum resolution. They are wrong. 

(4) In Hold-And-Modify mode {a perfectly legitimate and respectable display mode). Again, 
Commodore sells the Amiga short by claiming a maximum of only 32 simultaneous colors. 

(5) The STs connect only to their own special monitor (included in price). 

(6) 4-color mode. 320x200 in 16 colors. 640x400 max in monochrome mode with separate 
monochrome monitor. 

(7) 105-key keyboard available for $100 more. 

(8) PC-DOS 3.3, which is required to run PC software, is optional at $120, The much-heralded 
OS/2 multitasking operating system is not yet available, but will cost $395 in a basic version, 
or $795 for an enhanced version. 
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PS/2 MODEL 80 


APPLE " 
MACINTOSH PLUS 


HACINTOSH SE 


MAC II(12K13) 


ATARI 
520ST 


1040ST(2) 




^f"' — $69yb 


$2599 


$2898 


S4417 


$999 (color) 


$1099 (color) 





80386 

16 MHz 

no (socket) 

1 Meg/16 Meg 

7(9) 

1 .44 Megs 

1/2 

44 Megs 

optional 

yes 

yes 

no 

no 

MicroChannel 

yes 

101 

yes 

12 

yes 

yes 



640x480 

262,144 

256 (320x200) 

no 

yes 

no 

yes 



68000 
7.8336 MHz 


68000 
7.8336 MHz 


68020 
15.6672 MHz 


68000 
8 HHz 


68000 
8 HHz 


no 

1 Meg/4 Megs 


no 

1 Meg/4 Megs 


68fifi1 
IMeg/SMegsdl) 


no 
512K/512K 


no 

1 Meg/1 Meg 




800K d/s 


1 
800K 


6 
300K 



720K 




720K 


1 

opt. external 


1/2 

opt. internal 


1/2 

opt. internal 


1 external(17) 
KD port 


1 

HD port 


yes 
2 


yes 
2 


yes 
2 


yes 
yes 


yes 
yes 


yes 

no 


yes 

no 


yes 
no 


yes 
2 


yes 
2 


rto 

SCSI 


no 
SCSI 


no 
SCSI 


(cartridge) 
MIDI in/out 


(cartridge) 
MIDI in/out 


yes 
78 


yes 
81(7) 


yes 
81(7) 


no 
94 


no 
94 


yes 
none 


yes 
none 


yes 

none 


no 
10 


no 
10 


yes 
no 

512x342 


yes 
no 

512x342 


yes 
no 

640x480 


yes 
yes 

640x200(6) 


yes 
yes 

640x200(6) 


b&u 


b&u 


16 million 
256 


512 

16 


512 
16 


no 

no 


no 
no 


no 
yes 


no 
yes 


no 
yes 


no 
no 


no 
no 


no 
yes 


no 
yes(5) 


no 

yes(5) 



beeper 
no 



4 digital 
no 



4 digital 
no 



4 digi tal 
yes 



3 synthesized 
no 



3 synthesized 
no 



BIOSO) 


Finder 


ROM 
12BK 


ROM 
128IC 


no 


no 



Finder 


Finder 


TOS/GEH 


TOS/GEH 


ROM 
256K 


ROM 

256K ^^ 


ROM 
K 192K 


ROM 
192K 


no 


no 


no 


no 



(9) 3 32-bit slots, 4 16-bit slots. 

(10) The only programs currently available are standard IBM/PC titles that do not take 
advantage of the PS/2 series' special features. Some titles are incompatible with PS/2, 

(11) Expandable up to 2 Gigabytes via the HuBus. 

(12) The price quoted includes the Mac II with an expanded color video card, since the color 
system is the one everyone is interested in. Monitor extra. 

(13) No software is yet available that takes advantage of the Mac IPs special abilities. 

(14) Mac Plus, Mac SE, and both ST systems include monitors. 

(15) Up to 5 for Amiga, up to 4 for PC-compatibility. Also includes a coprocessor expansion 
slot and a video board slot. 

(16) Apple, IBM, and Atari are all promising "add-on" multitasking operating systems, but none 
is shipping yet, and all will cost extra. 

(17) The 520ST drive is separate. The 360IC drive lists for $199, the 720K for $299. The cost of 
the 720K drive has been included in the system price. 

(18) Monitor and other peripherals not included in price unless bundled with system. See notes. 
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TOP-OF-THE-LINE SYSTEMS: 

Each system is similarly equipped: 

RGB monitor, 1 meg of RAH, and 20 Meg hard drive. 



AMIGA 2000 

A2000 
Bridge PC 

compatibility card 
PC 5.25" drive 
20 Meg PC Hardcard 
Amiga Color Honitor 

TOTAL COST: 



$1999 
$ 599 

$ 139 
$ 449 
$ 350 

$3536 



CAPABILITY: Multitasking 1 Meg 
7.H MHz 68000 AmiBa system with 
hardware graphics & sound and 1 
880K floppy drive, plu3 a 512K 
4.88 MHz 8088 PC/XT-compatible 
with 1 360K drive, pius shared 20 
Meg hard drive. Upgradable to 
PC/AT, 68020, etc. 





IBM PS/2 MODEL 50* 



S3595 
$ 120 
$ 95 
£ 595 

$4405 



Model 50 

PC-DOS 3.3 

House 

IBM Color Honitor 

TOTAL COST: 



CAPABILITY: Single-task 1 Meg 
10 MHz 80286 PC-DOS system 
(mostly PC/AT-compatible) with 1 
1.44 Meg floppy drive and 20 Meg 
hard drive. Upgradable to OS/2 
multitasking operating system 
when available. 



APPLE MACINTOSH ir 



Mac 1 1 w/oxpanded 

video board 
20 Heg hard drive 
Mac Color Honitor 

TOTAL COST: 



S 999 
$ 999 

$6415 



CAPABILITY: Single-task 1 Meg 
15.7 MHz 68020 Macintosh system 
with 68881 math coprocessor, 1 
800K floppy drive and 20 Meg hard 
drive. Upgradable to MS/DOS, 
multitasking, etc., when available. 





ATARI 1040ST 



1040ST w/color iron. 
20 Meg hard drive 

TOTAL COST: 



CAPABILITY: Single-task 1 Meg 8 
MHz 68000 ST system with 1 720K 
floppy drive and a 20 Meg hard 
drive. [This computer could better 
be compared to the Amiga 500 with 
its internal memory expander 
installed, which is closer to the 
1040ST'3 price. But if and until the 
Mega ST series ships, this is the 
top of Atari's line.] Unexpandable. 



$1099 
$ 799 



$1898 



[All prices are list.] 

* Distribution of IBM and Mac computers is strictly 
controlled by the manufacturers to prevent heavy 
discounting. Expect to pay very close to retail list 
price for these machines. 
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MANAGEMENT 
B.E.S.T., Inc. 
P.O. Box 230519 
Tigard, Oregon 97223 
1-800-368-BEST 

Extremely easy-to-use double-entry accounting system, 
V2.0 has general ledger (available separately @ $79.95), 
A/P, A/R, inventory and services modules, all with 
ultra-flexible report printing. No built-in payroll or 
bank reconciliation. Mouse-oriented, will multitask with 
hard drive and expansion RAM but all 60-column 
display only. No pulldown menus or key shortcuts. 
Requires 512K with 1 or 2 floppies, optional hard drive. 

-PH 
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B.E.S.T. Business Management software is a 
double-entry accounting system designed for the 
small business. It requires a 512K Amiga 
equipped with one or two 3-1/2 disk drives, and 
can make use of an optional hard disk. It really 
facilitates producing customer invoices and 
monthly statements, entering bank deposits and 
writing checks, issuing purchase orders and 
tracking inventories. And the reports it will 
help you put together will knock your banker's 
socks off! 

If you're familiar with the genre, you know 
what standard accounting features are, but it 
won't be until you lay eyes on B.E.S.T. that you 
see it for the extraordinary application it is. 
Each of its modules can be used independently, 
or you can integrate them through the general 
ledger to tie all your figures together and 
produce reports that reflect the overall financial 
health of your business. B.E.S.T.'s parts fit 
together as comfortably as sections in a bound 
accounting journal, and despite its modularity 
(or perhaps because of it) it's a lot easier to use 
and to keep balanced. 

CONFESSIONS 

OF AN EX-BOOKKEEPER 

Before PCs invaded offices in the early '80s, I 
was a full-charge bookkeeper (with everything 
but the green eye-shade, thanks). I took a 
college computer accounting class in 1984 that 
was based on the IBM-PC (naturally), and I 
remember screen after screen of numbers that 
blurred together; it made it tough to tell where I 
was or what I was supposed to be doing. 
Though it lacks nothing in sophistication, there's 
none of that confusion in B.E.S.T. 
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Its seven modules are listed in colorful squares 
stacked vertically in the center of the main 
screen: (1) General Ledger, (2) Accounts 
Receivable, (3) Accounts Payable, (4) Inventory, 
(5) Services, (6) Business Functions and (7) 
Setup. There is also an Exit box, with no 
second chance if you select it. When you move 
the pointer to one of these boxes and click the 
mouse button, you are presented with a similar 
menu for that particular module, again with 
menu items in colorful squares down the center 
of the screen. The second menu is usually 
followed by an ASCII (text and numbers) input 
screen. Switching between these areas is very 
fast. 

B.E.S.T. is super-simple to operate and the 
menu bar across the top always shows what area 
you're in. B.E.S.T. uses no pulldown menus or 
shortcut key combinations, and I was at first 
dismayed, figuring I'd have to wade through 
screens of menus when I moved from area to 
area. But after using the program for awhile, I 
found this wasn't the case; I can't recall being 
presented with more than two or three menus at 
any given time. 

THE GOODS 

B.E.S.T.'s strong points are its flexibility and 
clarity; you don't need an accounting 
background to manage it successfully. ! talked 
with a number of small companies using it — 
everything from a psychologist to a 
manufacturer — and without exception, each 
raved about how easy it is to use; secretaries 
bragged about how good it makes them look! 
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B.E.S.T. continued 



Day-to-day business activities are entered in 
the Business Functions module. This is where 
you do your banking, printing checks (which 
can be disbursed among several accounts) and 
receiving payments (recording bank deposits). 
You can enter and print customer invoices, 
either as accounts receivable or retail point of 
sale transactions, and produce detailed purchase 
orders, reserving inventory for future orders if 
you wish. Sales and purchase returns are also 
entered here, along with accounts payable as you 
receive bills from your suppliers. 

Before you begin making these daily entries 
you must organize your books in the General 
Ledger and Setup Modules. A simple chart of 
accounts comes pre-setup, numbered 1000 for 
assets, 2000 for liabilities, 3000 for capital, 4000 
for income and 5000 for expenses. Onscreen 
account balances for the current and for two 
previous years are available. You can add to or 
delete these accounts, or toss them all out and 
use your own system. The General Ledger 
module (which is also available as a free- 
standing product for $79.95) is where you enter 
journal transactions. Closing monthly activities 
(often a real trial for the inexperienced) is no 
more complicated than clicking the mouse 
pointer on the Close Month box. Also provided 
are standard formats for printed reports: 
Balance sheet, income and expenses along with 
individual journals and audit trails. You're free 
to use these or create your own. The user 
interface is so straight-forward it's surprisingly 
easy. 

The Accounts Receivable module helps you 
produce a variety of sales reports and prepare 
monthly statements for your customers, as well 
as mailing labels if you need them. Before you 
print statements, however, you'll want to make 
some master file entries for any discounts you 
offer for prompt payment, fees you charge for 
late payment, or finance charges (if any), which 
can be computed either by percentage or flat 
rate. Again, by simply clicking on an onscreen 
box, accounts are aged automatically by date 
(current, 30, 60 or 90+ days) and these fees are 
figured into individual balances which, along 
with text messages, are printed on the 
statements, all of which are coordinated by 
number to these master entries. This goes for 
sales taxes, too, and you determine which 
applies to individual accounts by entering the 
corresponding numbers in the Add New 
Customers or Edit Existing Customers screens. 
Sales reports are equally as diverse and 
customers can be ranked by amount of activity 
(dollar volume), or sorted on name or account 
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number by month, quarter or year-to-date. 

Payables can be aged in the Accounts Payable 
module, and you can produce similarly ranked 
reports on suppliers, though payables are entered 
originally in the Business Functions module 
described previously. 

TANGIBLE OR INTANGIBLE 

The Inventory and Service modules make using 
B.E.S.T. practical whether you offer tangible 
products, services, or both. You can set up 
product and service groups and automatically 
produce monthly, quarterly, or year-to-date 
inventory reports on price-cost comparisons, 
shortages, availability, valuation and average 
costs. Custom reporting is also available in both 
modules. 

Ways of doing things are standardized 
throughout the modules, so if you know one you 
know them all. To add or edit accounts you're 
presented with an ASCII screen will full-screen 
cursor-key editing. Any time you enter 
anything and exit that screen you are warned if 
you forgot to save your changes to disk, and 
you're given a chance to do so. Screens have 
colorful boxes (gadgets) you click the mouse 
pointer on to SCROLL through the accounts or 
products, etc., SEARCH through them 
alphabetically or FIND one by number, UNDO 
what you just entered (which would be handy to 
have implemented on other screens as well), 
DELETE a record, or indicate you're DONE, 

THE DOCS 

I was able to use B.E.S.T. without even 
opening its beautiful three-ring instruction 
manual -- but it would have been my loss had I 
not done so eventually. It's full of screen shots 



INI'O 



64 



and clearly written instructions. Many of the 
businessfolks I interviewed who were using it 
sans a degree in accounting claimed they still 
didn't know a debit from a credit. They said 
that when they had encountered problems that 
they couldn't answer from the manual, calling 
B.E.S.T.'s toll-free customer support line 
brought immediate aid. I almost had to call 
myself. The manual is superior (among the best 
I've ever seen) but it is arranged in menu order 
and doesn't have an index. The screen colors 
are changeable from within the program, but I 
couldn't figure out how to configure my printer 
through Preferences (which is provided on the 
program disk). I could move behind the 
program to the startup screen but that didn't get 
me anywhere because B.E.S.T. boots 
automatically and doesn't load Workbench or 
leave a CLI open while it's running. I was just 
about to pick up the phone when I discovered 
that exiting from the main menu kills the 
program and frees the CLI. Typing Preferences 
was all I had to do. 

THE NOT-SO GOODS 

Getting to Preferences wouldn't have been a 
problem if B.E.S.T. were set up for 
multitasking, but it isn't. There are valid 
reasons for this, not the least of which is that 
there isn't enough room on an 880K floppy disk 
for the B.E.S.T. program and all the Amiga 
system software necessary to get other programs 
running. If you have expansion RAM and a 
hard disk drive however, you can multitask 
provided you're willing to live with its 60- 
character-wide screen formatting in your other 
programs, too. (By the way, disk access with a 
hard drive is on the order of five times faster 
than from floppy drives.) 

Easy as it is to use, I'd like to see online help 
screens implemented via the Help key — an 
underused feature of the Amiga if ever there 
was one. B.E.S.T.'s reporting abilities are 
nothing less than fabulous, and my only 
complaint is that reports aren't displayed on the 
screen for previewing before they're printed 
(although there is a Quick Balance Check option 
for the General Ledger). A variety of 
preprinted forms (statement, invoices, etc.) are 
available from B.E.S.T. by special order. 

The missing payroll module could be a hassle 
if you have employees, though you can, of 
course, compute wages and deductions manually 
(or with another program) and print checks 
from B.E.S.T., then set up accounts for 
employees, taxes, FICA, etc. But you'd better 
know what you're about if you do this, because 
the manual won't help you. Another 
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shortcoming is checking account management. 
It's possible (although neither easy nor 
documented) to operate multiple checking 
accounts, but you're on your own when it comes 
to bank reconciliations and journal entries for 
bank charges and adjustments. 

IBM-PC VERSION 

Despite the absence of a payroll module and 
checking account management, I'd still 
recommend B.E.S.T. for smaller businesses, 
especially considering its splendid ease-of-use. 
Used as it is intended, you don't need to know 
much about debits and credits, and what you do 
need to know is right there in the manual. 
Interestingly enough, this Amiga-designed 
program has been ported to the IBM-PC under 
the icon-oriented GEM operating system. That 
version has a much better chance of making it 
into college accounting classes like the one I 
took, and I'd love to be there when those 
accountants get a look at it. B.E.S.T. is as 
different from the accounting programs I 
studied as anything imaginable, and in this 
instance, different is definitely better. 




ABOUT THE AUTHOR: 

Peggy Herrington is a well-known freelance writer in 
both the Commodore computing and music fields. She 
got her bachelor's degree ("in music history, English, 
computer science, and a smattering of other things", 
according to Peg) from the University of New Mexico, 
and works out of her home MIDI studio in 
Albuquerque, surrounded by Commodore computers, 
synthesizers, kids, and an occasional lizard. 
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DIGA! $79.95 

Aegis Development 

2210 Wilshire Blvd. Suite 277 

Santa Monica, CA 90403 

(213) 392-9972 

Full-featured terminal program with many file-transfer 

protocols, terminal emulations and screen display 

options. Easy operation is supplemented by a sensible 

user interface, powerful script programming language, 

and phone number database. Has some problems 

multitasking, and omits a split-screen mode for online 

conferencing. Good documentation. -WB 
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ANOTHER TERMINAL PROGRAM? 

There are a quite a few public domain Amiga 
terminal programs, and several commercial ones, 
but they all seem to lack one thing or another; a 
communications protocol may be missing, or 
there may be no script language, or no way to 
program the function keys. Diga! from Aegis 
Development is an attempt to locate all the most 
desirable features from these into one heavy- 
duty program. 

THE PROGRAM 

Like other Aegis programs, Diga!'s user 
interface is consistent and understandable. The 
most obvious way of doing things is usually the 
right one, making references to the manual 
largely unnecessary. Digal's file requesters show 
how the Amiga has matured as a system; they 
now include buttons for RAM: and DHO; (hard 
disk 0). The no-wait style is used here--if the 
filename you want shows up, you may click on 
it at any time without having to wait for the 
program to get the rest of the directory. 
Mouseophobes will like the keyboard shortcuts 
available for almost all the commands. 

FEATURES 

Diga! handles most of the major download 
protocols, including XModem, YModem, 
CompuServe B, and Kermit. A CRC (Cyclic 
Redundancy Check) option for the X- and 
YModem protocols is available to make file 
transfers more reliable. Subscribers to the 
PeopleLink network will notice that the popular 
WXModem protocol is missing--Aegis has plans 
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to add this and other protocols later. 

Several terminal emulations are available, like 
Digital Equipment's VT52 and VTIOO; ANSI- 
compatible; and the Tektronix 4010 graphics 
terminal. In addition, an emulation that uses 
the Amiga's voice synthesis routines to speak 
incoming text is included. The program is open- 
ended in this area--separate emulations may be 
programmed and loaded off disk when needed, 
something like the Amiga's printer drivers. The 
manual doesn't give any information about this, 
but Aegis provides an address where 
information about programming custom 
emulations may be obtained. 

Diga! can operate at standard speeds up to 
19,200 baud, or even the speed of 31,500 baud 
used by digital music keyboards. The MIDI 
(Musical Instrument Digital Interface) speed is 
uncommon, but would be good for transferring 
data between two closely-situated computers. 
For an alternative method of facilitating data 
transfers, an option called Doubletalk is 
available. Using this protocol, two users can 
simultaneously transfer files and converse with 
each other using their keyboards. 

SCREEN CONTROLS 

Rather than using the Workbench, Diga! opens 
its own four-color screen. All four of the 
colors can be adjusted by the user from a 
requester that uses the standard slider gadgets. 

The amount of text displayed is also highly 
adjustable. Available choices include 80, 128, 
or 132 columns with 23, 24, or 25 lines (in non- 
interlaced mode) or 48, 49, or 50 lines on an 
interlaced screen. The 128 and 132 column 
noninterlaced modes are surprisingly clear and 
readable. When interlace mode is used, the 
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default screen colors are green characters on a 
black background. This combination of colors 
helps to cut down the flicker associated with 
interlace mode. In fact, the biggest problem 
with using a 48-Iine or longer display is not the 
flicker, but characters that are extremely small, 
almost unreadably so. There is an option to use 
fonts other than those included on the Diga! 
disk, so it is possible to use one that you find 
more legible. 

As if ail this weren't enough versatility, the 
program allows you to adjust overscan, 
conceivably adding extra rows or columns to the 
screen display. 

The Phonebook command calls up a sort of 
miniature database. With each phone number, 
room is provided for a small amount of 
descriptive text, a default configuration file, and 
a default script. Entries are kept in alphabetical 
order, and loaded as needed from disk. It is 
also possible to print out the current entry, or 
the entire database. Between all the commands 
and information, it can take some time to fully 
understand the operation of the Phonebook, but 
it is time well spent. 
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MACROS 

Users fond of programmable macro keys will 
like Diga!; not only the function keys, but all 
the combinations of the function keys with the 
Shift, Alt, Ctrl, and Left-Amiga keys may be 
programmed, resulting in fifty macro keys. 
Even that isn't the end- -definitions are saved 
with each configuration file, making it possible 
to have fifty different macro definitions for 
every phone number. 
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SCRIPTS 

Script languages make it possible to program 
the operation of a terminal program, and the 
one built into Diga! makes this a relatively 
simple task. Most of the program's options are 
accessible from scripts, although I couldn't find 
a script command to copy a filled capture 
buffer from RAM: to a disk. You can save 
incoming text directly to disk, although it is 
slower than saving to memory. 

Novices should be warned that the script 
language is a full-fledged programming 
language, and creating useful scripts can take 
quite a bit of effort. A well-written script can 
reduce on-line time dramatically, though, 
resulting in savings in connect fees and phone 
bills. 

CONFIGURATION FILES 

Since it would be a hassle to have to set all the 

options every time the program is run, you can 
save Digal's configuration to a file. Everything 
that is adjustable is saved, including screen 
colors, the number of lines and columns on the 
screen, and macro key definitions. Besides 
having a default configuration file that is loaded 
when the program is executed, a separate, 
customized one can be set for each number in 
the Phonebook. Before that particular number 
is dialed, its configuration is loaded and used. 

DOCUMENTATION 

Digal's softcover manual is another of one of 
the typeset, highly readable books that Aegis 
products have always had. This one has 94 
pages, laid out in a clear and readable fashion. 
The standards have slipped a bit from the 
earlier ones, though--there is no index! Even 
so, there is a reference section that details all 
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the options on Digal's menu bar. 

The "Getting Started" section is laid out very 
simply, so beginners will have little trouble 
installing and running the program. Making disk 
backups using both one and two disk drives is 
described, as is the procedure required to copy 
Diga! to a hard disk. In general, the book 
provides an understandable introduction for 
users who are new to Amiga terminal programs. 

OPERATION 

In use, Digal works very smoothly. The 
Phonebook makes dialing separate 

communications services and BBS systems simple 
by eliminating the need to remember numbers 
and information relevant to that system, and the 
scripts and configuration files can greatly 
simplify the operation of different system. 

But Diga! does have a problem. It doesn't 
seem to be fond of multitasking with some other 
programs, occasionally crashing the system. 
This problem is not common, though, and never 
caused any problems while actually on-Hne. 

CONCLUSION 

Adding all this together results in a well- 
designed telecommunications program with only 
minor drawbacks. Diga! is a good value not 
only for professionals, but for telecomputing 
novices. The script language allows you to 
create programs customized for a specific 
application. Everything works well together, the 
only problem being an occasional reluctance to 
multitask. 

All in all, Diga! represents an excellent value 
for anyone wanting to use an Amiga for 
telecommunications. 



Editor's Note: Warren gave Diga! a good look, 

but he obviously does not chat in online network 
conferences. Though it has a chat mode for its 
own transfer sequence with another Amiga using 
Digal, it amazingly does not include a split- 
screen chat mode for network conferencing, 
which results in garbled text. It's difficult to 
understand why such a basic telecommunications 
feature (included in many free public domain 
terminal programs) was omitted from this 
otherwise fine terminal program. Warren rated 
Diga! four-stars, but we've dropped a half a star 
for the omission of a split-screen mode. -Mark 





ARE YOUR PRODUCTS IN INFO? 

If your company produces software or hardware for 
the Commodore 64, C128, or Amiga systems, your 
products should be in INFO! INFO is highly 
regarded as the "Consumer Reports of the 
Commodore marketplace", and people turn to INFO 
for advice when they are ready to buy. We let our 
readers know about your products in three different 
ways: 

1 . Through product announcements (with photos) 
in our New Products section 

2. Through full-fledged INFO product reviews, 
with star ratings 

3. Through listings in our regular Product 
Roundup issues where your product viUl be listed 
with a short description and ordering information 
alongside over 2000 Commodore-related products 
(the most comprehensive product listing in the 
industry)! To tell INFO readers about your products, 
simply send products and product information to: 

INFO Publications 

123 N. Linn St. 

Suite 2A 

Iowa City, lA 52240 

P.S, Carol has asked me to remind you of a fourth 
way to let INFO readers know about your product: 

ADVERTISING!! 

Call her at (319)338-3620 for details. 
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PAUL MONTGOMERY INTERVIEW 

...continued from page 28 

been unavailable for anything less than $50,000 
on a professional piece of equipment. I've seen 
prototypes of products that will do that for 
under^ SIOOO with the Amiga. This will 
effectively give the power of the network 
television equipment to the home user. Now, at 
first these products will be very e.xpensive 
because the developers know there is a high end 
market, but it's only a matter of time before 
they come down to a low end price where the 
average 500 or 1000 user can afford to use 
them. 

INFO: Home movies may never be the same. 

MONTGOMERY: Absolutely right! There will 
be a new level of sophistication not at all 
previously available. Things that videophilei like 
myself only dreamed of a year ago, within 
another year will be absolute reality. I never 
expected the technology to come down to us so 
fast! I think of what we're doing now at 
NewTek as a real complement to the Amiga. 

There's a lot of talk right now in the computer 
industry about CDI and DVI. [CDI stands for 
Compact Disk Interactive, and DVI is Digitial 
Video Interactive. -Ed.] A lot of people in the 
industry are saying, "Well, computers like the 
Amiga and the new Macintosh II are going to be 
obsolete for the most part when compact disks 
and these new systems hit the home market." 
That's absolutely not true. Anyone out there 
who reads that should know that the Amiga is 
really capable of doing almost everything that 
one of these CDI or DVI systems can do. It is, 
in fact, possible to simulate a lot of the things 
those products can do on the current home 
Amiga. 

I know developers, including NewTek, who 
have decided to take a real stand on that and 
come out with products that people at this point 
can't even imagine can be done on a home 
computer. But by using some of the same 
technology developed by RCA, GE, SONY and 
Phillips, who are the big compact disk people, 
on home Amigas with regular Amiga disks, 
we've started producing really incredible 
products. I can't be more specific than that right 
now, but I'd say within the next twelve months 
people will realize what I'm talking about and 
will be very happy that they supported the 
Amiga as well as they did. 

INFO: // you will allow me to switch subjects 
for a moment... Aside from being a videophile. 
you obviously do a bit of writing. How did you 
gel to be the editor of Robo City News.? 
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MONTGOMERY: Actually, it's done by 
committee. I'm only one of three. Back in the 
beginning of F.A.U.G. Kayvan had actually 
started a small four page newsletter, done on a 
dot matrix printer, with no color. A nice small 
newsletter. After the first meeting, Tim, Kayvan 
and I got together and decided that we could 
make this the premier Amiga newsletter for the 
country since Kayvan owned his own printshop, 
and the three of us together had probably more 
contacts than the other Amiga magazines 
combined. I mean, we could write it and have 
the thing typeset and out on the street in two 
days. We decided to do something absolutely 
current and on the cutting edge. Our gossip 
column has been 85% correct. We break rumors 
and print information before it hits anywhere 
else, and in some cases it never gets anywhere 
else. 

Although we've now added color and a much 
more professional look, it is still basically done 
by three users who love the Amiga and who 
wanted to do something for other users who 
would like to know this information. I'd say the 
newsletter is the thing F.A.U.G. is most noted 
for. We have over 2000 subscribers reading it 
each month. 

INFO: How did you gel from there to Electronic 
Arts and Deluxe News.? 

MONTGOMERY: That was really the start of 
my career in computers. Up to the time I started 
at Electronic Arts I was juggling a fairly 
successful real estate appraisal firm, F.A.U.G., 
and also acting as a contact and resource person 
for other Amiga groups. 1 had been a beta tester 
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Paul Montgomery continued 



for Deluxe Video Construction Set, done some 
videos which really impressed Trip Hawkins (the 
founder of Electronic Arts), and had even gone 
to iunch with him (which I thought nothing of 
at the time... just two Amigaphiles getting 
together). 

One evening when I was at my home in San 
Jose, I got a call from Stan Roach, the 
marketing manager at Electronic Arts. He asked 
me if I'd like to go to a video convention with 
Electronic Arts, and I said I could probably 
rearrange my schedule. Then he paused and 
said, "Would you like a job at Electronic Arts?" 
He explained that they couldn't pay me as much 
as I was currently making, that the hours would 
be longer, and that I'd have to commute 40 
miles a day. I thought for a few seconds about 
how mad my fiancee would be, and how my 
father, who helped me start my appraisal 
business, would be certain I had lost my mind, 
and then I said, "Sure!" 

Stan went on to explain that, among other 
things, they wanted me to do a small black and 
white newsletter to be sent to the registered 
owners of Amiga software to let them know 
about upgrades, and interesting little stories 
about our products. Nothing too ambitious. So I 
set about designing a full color, 16 page 
magazine that even covered competitors' 
products because I wanted it to be something 
people would get in the mail and be very 
impressed with. I wanted them to feel good 
about Electronic Arts because they were not just 
talking about their own products, but were 
giving Amiga users really useful information. 
Electronic Arts really had no idea of what they 
would be getting. I worked very hard for a few 
months on the first issue and got a lot of help 
from Kayvan, who helped with the printing, 
Richard Antaki who was my designer and who 
worked very hard on making Deluxe News look 
the way it did, and Steve Peterson who helped 
with the writing. And .then the first issue came 
out and it was a big hit, was very popular with 
the company and the users, did wonders for my 
career, and helped Electronic Arts look even 
better that it had before. 

INFO: How did you move from there to NewTek? 

MONTGOMERY: I did two issues of Deluxe 
News. In the first issue I had a big article on 
Tim Jenison's (the founder of NewTek) 
DigiView, which was a real favorite around 
Electronic Arts because it worked so well with 
Deluxe Paint and Deluxe Video. I got to know 
Tim through this story and in the course of our 
conversations he confided that the weakest area 



his company had was in marketing and public 
relations. He was quite the hacker-genius and 
was really not comfortable being the marketing 
guy. I would go home at night thinking about 
the products he had shown me or the things we 
had talked about. He finally made me an offer 
to come work for his company. The plan was 
that I would commute back and forth between 
California and Kansas every two weeks. It 
meant a substantial boost in pay, and more than 
that, it meant the chance of a lifetime; to be one 
of the ground-floor, key executives in a small 
but potentially extremely successful company. 
As much as I loved Electronic Arts, I just had 
to take the offer. 

INFO: Switching subjects once again, what do 
you think of the new 500s and 2000s? What do 
vou think of Commodore's decision to dump the 
1000s? 

MONTGOMERY: Someone once told me that 
what Commodore does best is move boxes out 
the door. That's how the 64 has survived. 
Commodore hasn't had to do too much 

advertising, they just shipped boxes to stores 
and the users and software publishers do the 
rest. The Amiga 500 is very similar to the 64 in 
that respect. All Commodore will have to do is 
let people know it's there with some advertising, 
and let the software developers, who really sold 
the machine in the first place, continue to do 
the products to sell the Amiga 500, and 
Commodore moves boxes out the door again. 

The 2000 answers a lot of the problems we 
had with the 1000 in terms of IBM 
compatibility, so that those business users who 
laugh at anything but IBM compatibility but like 
the Amiga's graphics will now have a machine 
that they can buy and justify to the company 
bosses. 

Dumping the 1000? I think it's really for the 
best. I have a 1000 and realize that someday it 
may be somewhat obsolete, but it's really for the 
best that the Amiga continues to grow. I feel the 
Amiga is really going to make it. It's really 
going to happen. Of course, the 500 and 2000 
are not really the product of the design team at 
Los Gatos, but their dream of the Amiga 
becoming a popular home computer is finally 
going to be realized. 

INFO: // someone turned Commodore over to 

you, would you do it any differently than they've 
been doing it? 

MONTGOMERY: Oh sure. Every programmer 
and marketing person I know would like to run 
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Commodore differently. But Commodore is a 
big company and they can't make snap decisions 
like we do. We can say, "Gee, Fd like to wash 
the car today". Commodore has to say, "Gee, I 
think I'll bring up in committee today that I'd 
like to have the car washed". It might be a 
month before it's washed, but that's typical of 
all large companies. So to play Monday morning 
quarterback and try to make decisions for 
Commodore really doesn't apply. We should be 
grateful the Amiga's even here and that they 
have continued to support it. 

On the other hand I know, at first, I felt 
personally responsible for the success of the 
Amiga. I would go into computer stores where I 
didn't feel they knew what they were doing, and 
sell Amigas for them. I know a lot of other 
Amiga owners did this too, kind of like trying 
to save a little piece of the world themselves. I 
think I would like to see users take this on 
themselves. Sell an Amiga to someone, and do 
part of the job Commodore should have done in 
the first place. 

INFO: Do you think the administrative problems 
Commodore has had recently will have any 
effect on the future of the Amiga? 

MONTGOMERY: The new management that I 
have had a chance to meet at Comdex and 
similar places really impressed me. The best way 
I have to explain that is a little story. We were 
all showing our products at the Commodore 
booth at Comdex. The booth was a little messy 
and some of us were late and, generally, we 
weren't as organized as some of us would have 
liked. The new head of all sales for Commodore, 
a guy named Rich Maclntire, came up and took 
us all aside at the end of the day and said, 
"Thanks for coming guys, but let me tell you... 
the booth was a mess, a lot of you were late, 
and it looked absolutely disorganized, I'm not 
going to have this kind of thing happening," He 
told us all off, even the ones that were on time, 
so we all went home offended and upset, feeling 
like, "Oh my God! The guy's real mean and he 
doesn't respect what we've done." 

But then I started to feel like, "This is really a 
no-B.S. kind of guy. He's real tough and he 
wants to see this machine succeed at any cost." 
It's the first time I ever saw someone from 
Commodore main management who was willing 
to take a chance, and be tough about it. I think 
that's what Jack Tramiel would have done if he 
were still at Commodore, and he would probably 
have succeeded with the Amiga, so I felt really 
great. 

I think the new management is doing a lot of 



the right things. We will see a new television 
campaign this Fall, which I've seen previewed, 
and it's very impressive. The Amiga 500 
certainly is a step in the right direction and so 
are a few other changes they're working on. I 
would say thumbs up at this point, I'm 
guardedly optimistic about what's going to 
happen with Commodore in the future. 

INFO: In closing, do any stories come to mind 
that you would especially like to share with us? 

MONTGOMERY: Yes .., one or two especially 
come to mind. I could tell you about the colossal 
blunders Commodore made when the producers 
of Star Trek IV came to them and asked to use 
Amigas in their movie. How one of their minor 
marketing functionaries carried out 

Commodore's decision to charge the full 
developers' cost, and how Commodore actually 
returned one of their checks because it wasn't 
for the full amount.* That sort of thing -- 
combined with the lack of support — upset the 
movie company so much that if you look in the 
movie you will see Macintoshes with Apple GS 
boards instead of Amigas. Or, I could tell you 
about the time I made a trip to Atari posing as a 
developer of a fictitious product in order to talk 
with Leonard Tramiel. 

INFO: Let's not make everyone mad at 
Commodore. Would you tell us about your trip to 
Atari? 

MONTGOMERY: OK. This dates back to the 
height of the Amiga Wars, when every time you 
picked up a computer magazine you read, 
"Amiga is about to go out of business,,.", "Atari 
sold 50,000 Ataris to every Amiga sold,,," We 
would pick up local papers and read interviews 
with the Tramiels where they would say things 
like, "The Amiga is really worthless because it 
steals cycles from the microprocessor in certain 
resolution modes," and other somewhat 
misleading information. 

I took it upon myself to plot a strike against 
enemy territory. So I got hold of a pretty well- 
known Amiga developer (who shall remain 
nameless), and called Leonard Tramiel, I said, 
"Hello, Leonard, my name is Paul Montgomery 
and I'm marketing director for XYZ Corp. (not 
a real company). My companion here has just 
developed a product which uses Time Domain 
Dithering (no such thing) to display images in 
thousands of colors on an ST screen (a baldfaced 
lie). Although the Atari only has 512 colors in 
its palette, we've figured a way around that." As 
I described the product, my friend was feeding 



Commodore says they did offer a free system to Paramount, but were passed by in favor of the Macintosh. 
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Paul Montgomery continued 



me technical jargon, so I'd at least sound 
legitimate. I compared it to the Amiga hold-and- 
modify mode, at which point Tramiel said, 
"There is no such thing as 'hold and modify 
mode' to hold 4000+ colors!" I just sorta sat 
there biting my lips. 

Tramiel invited us to come and discuss our 
product, so my developer friend and I put on 
nice suits and went on down to Atari. Once we 
were talking to Tramiel, we told him we had 
been working on the Amiga and thought it was 
a good computer. He interrupted us at that point 
and said, "I guess beauty is pretty much in the 
eye of the beholder on that one!" I bit my lip 
again. We just went on to describe our product 
to him. I started to explain hold and modify to 
him, because I felt the guy was completely 
clueless, but he interrupted and explained the 
process in perfect detail to me. This is the same 
process he had denied earlier even existed! This 
sort of threw me and I knew I was in for a 
roUercoaster ride. 

My first goal in all this was to have some fun 
with the guy, but my second goal was to find 
out where he really stood on the Amiga. In the 
process of discussing product development for 
the Atari, I would say things like, "Well, I think 
the Amiga and the Atari are both good 
machines", and he would respond with 
something like "Bull****!" and start pounding his 
fist on the table. "The Amiga is not even a 
GOOD computer, the Atari is a GREAT 
computer!. The Atari is really the big computer 
and the Amiga is an imitation", and on and on. 
There he was, yelling at us, thinking we were 
these peaceful Atari developers coming to talk 
to him, but trying to convince us that the 
Amiga was a worthless computer. In fact, he did 
such a good job during our hour and a half 
meeting, that I started to wonder if the Amiga 
would even boot up. It got so bad I had to hold 
my fist behind my back. It was like hearing 
your parents attacked. 

We'd occasionally try to box him into a corner, 
but he did that pretty well on his own. My 
favorite thing he said was this: "Let me say this, 
Paul: The Amiga owns the video market. We 
don't want it. ..they can have it! It's the best 
video computer on the market and if that's 
where they want to make their mark they can 
have it!" I said that there were a lot of people 
out there who wanted a video computer. Rather 
than answer that, he said something about 
people being unwilling to pay as much as an 
Amiga cost, so I told him that when you added 
up the street costs of the components, the Atari 
and the Amiga cost just about the same. Then 
he got really upset and started adding up the 
cost of the individual pieces himself! 



He started with the cost of the machine and 
two single-sided drives, and we had to remind 
him that the Amiga uses double sided drives, so 
he made that adjustment in price and was up to 
about $850. Then he tried to add in the cost of 
a monochrome monitor, so we had to remind 
him that the Amiga had a color display. He 
made that correction and suddenly realized that 
he had just gone over the SI 200 I had quoted as 
the price of an Amiga. Instead of agreeing with 
me he said, "Let me tell you guys some things 
about disk drives that I bet you don't know..." 
and went off for 15 minutes about drives and 
the cost of drives and completely changed the 
subject. 

He finished by telling us that no major 
software developer was supporting the Amiga. 
This was right before I went to work for 
Electronic Arts so I had to ask about them. 
Tramiet's response was to dismiss Electronic 
Arts completely. He said that they had no idea 
what they were doing and generally implied that 
Electronic Arts didn't count. 
On our way out he stopped to show us the new 
Atari Blitter, an animation version of the Atari 
ST. My technician friend looked down at the 
open boards of the machine, saw the Atari 
board, and asked, "Hey! What are these ten other 
chips over here?" Tramiel sorta spluttered and 
said, "Oh those are just, you know, chips... 
nothing really." My friend figured out it was an 
entirely new computer... it wasn't an ST at all. 
The machine we saw never materialized, and 
there is still no Blitter ST on the market. 

Tramiel patted us on the back as we were 
leaving, said he hoped we'd be back soon with 
more ideas for Atari, and we rushed off to tell 
everyone at the F.A.U.G. meeting that night 
about our visit. 

INFO: Did Tramiel ever find who you were? 

MONTGOMERY: Not unless he reads this 
article. But that's OK. I like to live dangerously. 
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COMING ATTRACTIONS 



By the time Christmas rolls around, you'll be seeing 
a lot of new games for Commodore computers. Many 
of them are previewed in this super games issue. 
Many more have been announced for release by the 
end of the year. Here are the ones we know about: 



ACCOLADE: 
AVALON H.: 

CAPCOM: 

COSMI: 

DATA EAST: 
DATASOFT: 



EA: 

EPYX: 



FIREBIRD: 



INFOCOM: 
KONAMI: 

MDS: 

MICROPROSE: 

MINDSCAPE: 

FOLARWARE: 

SSI: 



FIREBIRD: 

ACCOLADE: 
ACTIVISION: 

EA: 

FIREBIRD: 



COMMODORE 64 

Test Drive, Apollo 18, Mini-Putt 
Dark Horse, Macbeth, Wooden 
Ships & Iron Men 
Gunsmoke Side Arms, Speed 
Rumbler, Trojan 

Chernobyl, Grand Slam Baseball, 
Inside Trader, Top Fuel Challenger 
Breakthru 

Dark Lord, Force 7, Tomahawk, 
Bismarck, Tobruk, Old Scores, 
Swords & Sorcery 
Rommel at Tobruk 
Street Sports Basketball, Boulder 
Dash Construction Kit, Rad Warrior, 
Spy vs. Spy 3, Sub Battle Simulator 
Golden Path, Cholo, Druid I, 
Heartland, Jewels of Darkness, Revs 
Plus, Silicon Dreams, Hyperball, 
Kinetic, Pandora, plus 10 double- 
sided bargain titles 
Beyond Zork 

Circus Charlie, Gradius, Iron Horse, 
Jailbreak, Super Basketball 
King of Chicago, Sinbad, SDI, Three 
Stooges 

Airborne Ranger, Destroyer Escort, 
Project Stealth Fighter 
Paperboy, Gauntlet 
Frank & Ernest's Adventure 
War in the S. Pacific 

COMMODORE 128 

Guild of Thieves 

AMIGA 

Test Drive 

GEL Championship Football, 

Championship Baseball 

Ferrari Formula One, Return 

to Atlantis 

Universal Military Simulator, Jewels 

of Darkness, Knight Ore, Silicon 

Dreams 
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New Games Coming for Christmas 1987! 
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INFOCOM: 

MDS: 

MICROPROSE: 

MINDSCAPE: 

POLARWARE: 

PSYGNOSIS: 

SIERRA: 

SPECTRUM: 

SSI: 



Beyond Zork 

King of Chicago, Three Stooges 

Silent Service, Gunship 

Indoor Sports, Into the Eagle's Nest 

Frank & Ernest's Adventure 

Terrorpods 

Leisure Suit Larry, Thexder, 

Black Cauldron, Police Quest 

GATO, Orbiter 

Kampfgruppe, Phantasie, Phantasiell 



This is by no means a complete list. Besides all 
these, there will, of course, be the usual influx of 
new titles from the smaller software companies, as 
well as a few surprises from some of the major 
companies. Grease up your joystick and get ready to 
play! The Videogame Renaissance has arrived! 

ICONTROLLER 

Suncom's ICONtroIler stick-on mini joystick is a 
great little gizmo. It's the handiest little device I've 
plugged in in a long time. One lives on the right 
front corner of my CI 28 where I use it for feEOS, 
games, menu selection, and even cursor movement in 
some programs. It provides a pass-thru for my 1351 
mouse so I can leave both of them plugged in all the 
time, and I can switch it back and forth between 
both joystick ports if I have to. I thought at first I 
might be bumping into it all the time, but the stick is 
short enough that that has turned out to be no 
problem at all. With the ICONtroIler, I can do things 
with one finger that used to take both hands. 
(Disabled individuals might like it just for that 
reason.) I'm glad it sticks on permanently, because I'd 
hate to have anyone make off with mine! (It's 
compatible with the C64 and Amiga, too, of course.) 
$19.99 from: Suncom, 260 Holbrook Dr., Wheeling IL 
60090, 312-459-8000. 

BUTCHER 

If you are involved in video art on the Amiga you 
need Butcher from Eagle Tree Software. It provides 
fine tools for the custom-tailoring of IFF pictures. 
Many of the tools are unique to this package. Butcher 
is not copy-protected and costs only $37, It 
automatically loads and displays any IFF picture in 
any format, changing the screen format to 
accommodate different sizes, types, and palettes. That 
makes it very handy if you want to look at lots of 
pictures without having to switch viewing programs. 
But Butcher will also convert any picture from one 
format to another: lo-res, med-res, hi-res, and HAM. 

Its controls let you reduce the number of colors in 
your picture to save memory or expand the number 
to add detail. You can combine colors, blend colors, 
merge colors, spread colors over a range, or just 
count how many pixels on the screen are actually 
composed of any specific color. You can work with 
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The Terrorpods Is Coming! 




Suncom's handy ICONtroIler joystick. 



Butcher 




Density Slicer--one of Butcher's tools. 
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three separate palettes to try out different color 
effects. Merging and chopping colors can be done 
manually or automatically. The density slicer lets you 
remove light or dark shades beyond a certain 
intensity, which produces some really nice special 
effects. You can also slice out individual bitplanes of 
data to create other effects. There's an edge detect 
function that can be used to create unfilled outlines 
from filled pictures; it can also enhance the detail in 
a picture by detecting and highlighting boundaries 
between colors. The filter function lets you remove 
stray pixels from an area, a very nice thing to be 
able to do, especially with digitized pictures. You can 
even turn a picture into a mosaic composed of color 
tiles as large or as small as you want to make them. 
Though it's not a drawing program. Butcher does 
provide you with a few elementary drawing tools so 
you can perform minor touchup work without having 
to load up your main drawing program. Butcher will 
also print out a screen or a portion of a screen, and 
can even convert the picture to a textured black and 
white format first, if you want. 

As if that weren't enough, programmer Jarrell 
Nickerson has been working on many enhancements 
to Butcher. By the time this goes to press, he'll be 
shipping Butcher 2.0, with five times the speed and 
many improvements. Among the changes are 
automatic halftoning, a mosaic shape editor, the 
ability to work with pictures larger than the screen, 
color cycling, and proportional color toning. The 
upgrade is only $10 to registered owners. AH that, 
and he says he's already thinking about Butcher 3.0! 
Butcher is $37 from: Eagle Tree Software, PO Box. 
164, Hopewell VA 23860, (804-452-0623). 

THE KICKSTART GUIDE 

When the Amiga debuted in Europe, Commodore's 
European office recognized the need for a 
comprehensive guide to its operating system, so they 
commissioned one from Ariadne Software in Great 
Britain. Now Midnite Press is bringing The Kickstart 
Guide to the Amiga to the U.S. It has sections like 
"Serial Port Debugging and The Joy of Wack". Nice 
Brit humor, and lots of good, solid information. 
From: Midnite Press, 1212 Hagan, Champaign IL 
61820, (800-222-4441). 

3D SURFACE 

If you own a C64 and you've been jealous of the 
nifty 3D surface models that other computers 
generate, here's your chance to get revenge. 3D 
Surface from Digiscape Software is a menu-driven 
3D function plotter for the C64 with hidden line 
removal. It features adjustable elevation, rotation, 
grid size, scale, and center of graph, as well as user- 
definable functions. It supports most printers for 
hardcopy. The sample printout looks pretty good. 
$39.95 from: Digiscape Softwre, PO Box 113058, 
Carrollton EX 75011, (214-241-9891). 
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...continued 



C-LTD 

C-View is not the submarine in "Voyage to the 
Bottom of the Sea". It is a S50 Amiga RGB-to- 
separated-composite video adapter. Tt looks like a 
cable, but inside the RGB connector is a small pc 
board loaded with parts. That circuitry converts the 
Amiga's RGB output to a separated composite signal 
that can be fed into a 1702 or 1902 monitor. For C64- 
to-A500 upgraders, it could be a real boon, because 
it would allow delaying the purchase of Commodore's 
$350-list Amiga monitor. I've checked out the 
performance, and I think it's outstanding. The color 
is sharp and true, and unlike the AlOOO's own 
composite output, it produces a good, clear 80- 
column display. Video VCR devotees will be 
interested in the C-View, too, because it provides the 
needed composite video output that Commodore left 
off the A500 and A2000. Serious A 1000 video users 
might even want to look at it for improved video. 

C Ltd. will offer a 512K internal RAM board with 
battery clock. Though theirs will list for the same 
price as Commodore's ($199.95), they say their 4- 
layer board is less noisy, and socketed RAM chips 
provide better servicability. 

They will also be modifying their SCSI controller 
for the A500 at a price of $199,95. This add-on will 
let you plug in industry-standard SCSI hard disk 
drives, optical drives, and other SCSI peripherals. C 
Ltd. has also released networking software for SCSI 
into the public domain. 

C Ltd., 723 East Skinner, Wichita KS 67211, (316- 
267-3807). 



DIGI-VIEW ADAPTER 

If you want to use Digi-View with the A500 or 
A2000, you'll need the adapter that NewTek is now 
selling. It's not very big--just a gender changer in a 
small case--but inside is a voltage regulator that is 
needed in order to bring one of the voltages from the 
new machines to the same level as the A 1000. This 
one is already shipping. For more INFO contact 
Newtek, 701 Jackson, Topeka KS 66603, (913-354- 
9332). 



COMMODORE 

500 
HARDWARE COMING! 



It looks like the A500 won't have to wait 
long for peripherals and add-ons. We've 
already received many product 

announcements. Here's a quick rundown of 
what we know about already: 
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C'Vlew RCBA-to~separated-video adapter. 



ESCORT SYSTEM 500 

This is a complete e-xpansion box for the A500. In 
its simplest configuration, it provides 2 megabytes of 
RAM and a power supply in a bo.x that sits over your 
A500 and serves double duty as a monitor stand. The 
box can hold an additional 2 megs for a total of 4, 
and can also mount a hard drive and a second floppy. 
The basic box with 2 megs is $849 from: Expansion 
Technologies, 46127 Landing Parkway, Fremont CA 
94538, (415-656-2890). 
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The Escort box atop an A500. 
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EXP-512 MEMORY CARD 

This internal 512K memory unit with battery- 
backed clock is Progressive Peripherals' alternative to 
Commodore's own internal expander for the A500. 
The list price on this one is SI 79.95, $30 less than 
Commodore's. They've also got an 8-meg A500 
internal RAM card on the drawing boards. No word 
yet on pricing, available configurations, or how it 
will work. Progressive Peripherals & Software, 464 
Kalamath St., Denver CO 80204, (303-825-4144). 

PIGGYBACK 68020/68881 

CSA has developed a 68020 piggyback board that 
plugs into the cpu socket in the A500. The board 
includes a 68881 math coprocessor chip. If past 
performance is any gauge, it should be highly 
compatible and extremely fast. The price is $895, but 
no word on availability dates. From: Computer 
System Associates, 7564 Trade St., San Diego CA 
92121, (619-566-3911). 

SUPRADRIVE 

Supra Corp. is marketing a version of their hard 
drive for the A500, complete with a small chassis 
that sits on the expansion port connector. It also has 
room internally for 1, 2, or 4 megs of expansion 
RAM, and provides a SCSI port for adding additional 
drives. It will be available in 20, 30, 60, and 250 
megabyte capacities. Supra Corp,, 1133 Commercial 
Way, Albany OR 97321, (503-967-9075). 

SKYLES SCSI & MEMORY 

Skyles Electric Works (231 -E S. Whisman Rd., 
Montain View CA 94041, (415-965-1735)) has 
announced an internal clock/512K RAM expander 
with a preliminary price tag of only $149.95, and an 
internal SCSI interface board. 

PHOENIX ELECTRONICS 



COMMODORE 

AMIG 

500 



Just in at pressiime: Believe it or not, this 
is the }iew Amiga logo! 
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Supradrive with interface box for A500. 



The A500 shares one problem with the Commodore 
64--it is underpowered. If you add on very much 
hardware, it just gives up (we killed one by plugging 
in a Genlock). Phoenix has offered replacement 
supplies for the C64 for a long time, and now they've 
got the CPS-500 replacement power supply for the 
A500. This heavy-duty supply even provides 3 
auxiliary outlets. It costs $99.95. 

They are also offering versions of their 20 and 40 
meg hard drives. The PHD-500 in a 20 meg version 
is $969, or $1429 in a 40 meg size. Both have internal 
power supplies, autoconfigure under AmigaDOS, and 
connect via an internal SCSI interface. They plug into 
the A500's left-side expansion buss, which they pass 
through for other expansion devices. 

Phoenix Electronics, PO Box 156, Clay Center KS 
67432, (913-632-2159). 




A500 model of the Phoenix hard drive. 
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Reader 
Mail 



.continued from page 13 



Mail From: COMALite F QuantumLink 
Date: Sunday 5-Jul-87 22:28 edt 
Dear Mark & Benn, It seems to be an 
unwritten rule not to criticize others in the 
computer business. But you guys have more 
respect for fact than tradition. Thank you 
for giving Len Lindsay the recognition he 
deserves. He is a nice man, and deserved 
fairer treatment than he got from 
COMPUTE!. Please keep up the great 
work. Mark H. Finley 

Establishing ten's place in the history of 
Commodore computing was our major concern in 
writing that editorial. We're glad to see that he is 
finally receiving some of the recognition he so 
richly deserves. By the way, many of you may 
not have realized that he is the same Len 
Lindsay who founded The COMAL Users Group, 
and now publishes COMAL Today magazine. If 
you are up on QuantumLink, you can find him in 
the COMAL Today section of QLink's Magazine 
Rack as Captain C. -Mark & Benn 

Mail From: GeoHack QuantumLink 

Date: Wednesday 8-Jul-87 18:37 edt 
Hello. I just bought my first issue of INFO 
(#15) and I think it is great. The CHUMP 
section was good, except that I think it hit 
too hard on COMPUTE! and their 
SpeedScript line of programs. COMPUTE! 
has done a great job of covering the 
computer industry and they have offered 
many fine type-in programs over the years, 
as well as scores of excellent tutorials. 

IVe think SpeedScript is a fine word processor. 
We also think they've milked it far too long. 
COMPUTEI'S Gazette has simply failed to grow 
with its readers, and COMPUTE! itself is 
dissipating its efforts over loo many brands of 
computers. But we've said all we need to say for 
a while on the subject of COMPUTE! Unless 
they do something really notable, we'll be content 
from here on out to let them run their magazine, 
and we'll concentrate on running ours. 

-Mark & Benn 

Mail From: JIMDEB24 QuantumLink 

Date: Monday 13-Jul-87 20:32 edt 

Are there any good books or software 
that 1 can use to help teach myself BASIC 
programming for the CI 28 and C64? How 
about books on programming graphics? 
Thanks a bunch! 

The best series of books we've seen for learning 
how to program Commododre computers is that 
put out by COMPUTE! Publications. We'd 



suggest Programming the Commodore 64 by Ray 
West, Mapping the C64 and/or Mapping the 
C128, and their book on C64 sound & graphics. 
COMPUTE! also publishes some books that are 
nothing more than rehashes of their type-in 
magazine programs, though, so watch out for 
those titles. You might also want to pick up 
Commodore's own Programmer's Reference 
Guide for each machine. They'll answer a lot of 
your questions. By the way, if you are interested 
in machine code programming, COMPUTE! has 
recently published two collections of the best type- 
in machine language games from their 
magazines. The good part is that these books 
contain fully commented assembly source-code 
for the programs, so you can find out how they 
were written, instead of meaningless hexadecimal 
listings. (This is how we've said they should be 
publishing their programs all along! ) 

-Mark & Benn 

Mail From: DavidO QuantumLink 

Date: Wednesday 12-Aug-87 19:32 edt 
Benn & Mark: Genlock decoding scrambled 
Pay-TV? Mine dosen't do that; am I 
missing something or were you joking? 
Thanks. 

We weren't joking, but we were rumor- 
mongering. That was a prevalent rumor before 
the Genlock became widely available. Needless to 
say. it was the first thing we checked out when 
we got ours, and we found the rumor to be 
totally unfounded, -Mark & Benn 

Mail From: JoelH 
Date: Tuesday I8-Aug-87 23:12 edt 
INFO Magazine: I was wondering if you 
had your own bulletin board? Joel Hanson 

Sorry, no. We don't have the personnel to 
handle a BBS or our own area on one of the 
national networks, so we haven't started one 
up,,, yet! Unlike some of the other magazines 
who've made half-hearted attempts to provide on- 
line support, when we do it we want to do it 
right. It's definitely in the plans for the future. 
In the meantime, you can contact us directly 
online via one of our EMail addresses. Also, on 
the second Friday night of each month, at 10 
p.m. Eastern time, Jim Oldfield, Bob Baker, and 
I host the tNFO/Midnite Forum in the 
Auditorium on QLink. You might want to drop in 
for a chat. Look for me to make an occasional 
guest appearance in the Byte Bar on QLink. and 
in an occasional conference on PeopleLink, too. 

-Mark & Benn 
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CLOCK/CALENDAR 

Cartridge for your 
Commodore 64 or 128 Computer 

Combines three most needed functions in a 
single plug-in cartridge: 

• Battery-Backed Clock/Calendar 
+ Battery-Backed RAM 

• Application ROM Capability 
Features: 

• Crystal controlled clock keeps time m seconds, minutes, hours, 
day ol the week, montti and year with auto leap year. 

• 8K bytes of battery-backed RAful included. 

• Application ROM socket handles up to 1 2flK bytes of application 
software in EPROI^I, 

• Operating software n ROM included. 

• Automatic recognition of computer type (64 or 128) onpower-up 
or reset. 

• fyflaintains power-off, power-on log in RAM fordedicated control 
applications 

• 30 day unconditional money-back guarantee. 

CCS2 Cartridge S-ID.QS 

Shipping & Handling: 

UPS Surface (USA Only) $3.00 

Foreign (Air Mail Only) S13.00 

Master Card, Visa, and Amex Welcome 
To Order Toll Free 800-421-7731 

From California 800-421-7748 

Tech Support 916-823-3284 

Eri JASON-RANHEIM 
\^1 1805 Industrial Drive 

i^ Auburn, CA USA 95603 



>>>> >>>> 



XMAS/C-64 



LIST MASTER 

List/Ouliine/ldea Processor; Project Planner 

Enter, change, move, copy, delete, prints save free' siructuredtext. No 
logtcaf fimit to fist size or leve!s of indentation. Singfe keystroi<e commsnds. 
Lines can be marked, colored <S hiiiled. Context -sensHrve help. Also useful 
for fTiaHir)g fabeis, catalogs, dolis!s& much moref $29.95 

SORT/MERGE 

Quickly sort up to 8 disl< input files. Up to 6 keys, ascending or dascerKiir}g, 
can tw* 3lphg, numsiic, binary (hex} or even exponentialf $19.95 

LOTTO LUCK 

Lottery number chooser for any state lottery. Purely random numbers. 
Get away from birthdatesi Over 100 good luck messages, music & 
entertaining lisplsy. $SS5 

All programs: C-64, min. 1 disk reqd. Not Copy-Proiected, 

XYTEC/1924 Divisadero/San Francisco, C A 94115 

CA residents add 6% (BART counties 6 1/2%) sales tax. 
Add $2,50 postage & handling 
Allow 3-4 weeks for delivery 



QUALITY SOFTWARE 



UNLEASH THE DATA ACQUISITION AND 

CONTROL POWER OF YOUR COMMODORE C64 OR C128. 

We have the answers to all your control needs. 



NEW! 80-LINE SIMPLIFIED 
DIGITAL I/O BOARD 




Crciitc your own aiilosturl iledicalcd 
controller williout relying on disk drive. 

■ Sockel lor standard ROMcanridgc, 

' 40 separate bulTered digital output lines can 
each direaly switch 50 volts at 5(30 mA. 

' 40 separate digital input lines. (TTL). 

' 1/0 lines conirollcd ilirougli umple memory 
mapped ports each accessed via a single 
statemcni in Basic. No interface could teea-sicr 
to u.se. A total of (en 8-bil pons. 

■ Included M.L. driver program opiionally called 
as a subroutine for fast con\'enient access to 
individual I/O lines from Basic. 

' Piug.s into computer's expansion port. For both 
C&1 & CI 28. I.'O connections are through a 
pair O f StJ-pin pro fessional l ype s! rip hcadtrs. 

■ Order Model SSIOO Plus. Only Sll'.>! Shipping 
paid L'S.A. includes extensive documentation 
and ptogram disk. Each additional board SI09, 



We lake pride in our inlerfacc board docuniemadoii and 
sofTwart' svjppon.whieti is available separalely for 
cxaminali!)!!. Crt-dit a^aimt llrsi o:der. 
SSltX) I'lin. S2I1. WIF:2& Ai>CIIS16. S3II. 



OUR ORIGINAL ULTIMATE 
INTERFACE 




• Uniiersally applicable dual 6522 Versatile 
Interface Adapter (VI A) hoard. 

• indtisirial control ;ind monitoring. Great for 
ktlxiraiory data aequisiiion and instrimieniation 
applications. 

• Intelligently control almost any device. 

• Perform automated testing. 

• EiLsy 10 iirograni yei ejitrcnicly powerful. 

• Easily intcrfaad to high-perfomancc A/D and 
D/.A converters. 

• Eour 8-hit fully bidirectional I/O jxirts & eight 
handshake lines. Four 16-bit timer/counters. 
Ftill IRQ interrupt capability, Expatidable to 
four boards. 

Order Model 64IF22. S169 postpaid USA. 
Includes extensive documentaiion and programs 
on disk. Each atldillonal board Si49. Quantity 
pricing a\ aikiblc. Tor both C64 and C 1 28. 

A/D CONVERSION MODULE 

Fast. 16-clianncl. 8-bil. Requires above. Leaves all 
\TA ports available. For both CM and CI 28. 
OrdL-rMode!641F/ADC0816.OnlvS69. 



SERIOUS ABOUT 
PROGRAMMING? 

SYMBOL MASTER MULTI-PASS SYM- 
BOLIC DISASSKMBLKR. Learn to program 
like the experts! Adapt existing programs to 
your needs! Disassembles any 6502/6510/ 
undoe/65C02/8502 machine code program 
into beautiful source. Outputs source code 
files to disk fullv eotupatible with vour MAE, 
PAL, CBM, D'cvelop-64, LADS,' .Merlin or 
Panther assembler, ready for re-assetnbly and 
editing. Includes both CfrJ & CI2S native 
mode versions, lOO'.'o machine code and 
extremely fast. f)3-pagc manual. The original 
and best is now even better with Version 2.1! 
.Advanced and .sophisticated features far too 
numerous to detail here. S4'J.95 postpaid 
USA. 

C64 SOURCi: CODE. Most complete 
available reconstructed, extensively com- 
nicnied and cross-referenced assembly 
languase source code for Basic and Kernal 
ROMs^ all 16K. In book form, 242 ptiges. 
S29.95 postpaid USA. 

PTl)-6S]0 SYMBOLIC DEBUGGER for 
C64. An extremely powerlul tool with 
capabilities far beyond a machine-language 
inoniior. 100-page manual, Essential for 
assembly-language programmers. S49.95 
postpaid US.A, 

MAE64 versidn 5.0. Fully professional 
6502/65C02 macro editor/assembler, 80-page 
manual, S29.95 postpaid US.A. 
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SCHNEDLER SYSTEMS 

Dept. 1 7, 25 Eastwood Road, P.O. Box 5964 

Asheville, North Carolina 28813 Telephone (704) 274-4646 



"^^ODHESS, 
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LIGHTHOUSE COMPUTERS PRESENTS . . . 

PROFESSIONAL DOS (for the c-64) 

A PRODUCT OF MIKROTRONIC MICHIGAN INC. 

The Finest Toolkit & ■ 

Speeder Package Available — ir CALL FOR PR 

7000% Faster Load Programs/Files 1 541 C, 1 571 vc 



• Can load 202 block piogram files in under 4 seconds 

• Adds useful commands to computer and drive 

• Compatible to 99 9% of all commercial software 

• DOS wedge with extra features and commands 

• Filemasler: a fast, comfortable file copy program 

• Integrated Centronics* interface for many printers 

• Pre-programmed function keys 

• NO' special formats needed 

• SQ09009t faster read & write of sequential fifes 

• Can extend disks to 40 tracks 

TO ORDER NOW, CALL (313) 765-9656 

BY MAIL Lighthouse Computers. 6740 S. River Rd., Marine City. Ml 48039 

INSTAUATION REQUIRED • 90 DAY WARRANTY 
'Mikrotronics System Professional DOS — Trademark Pending 



* CALL FOR PRICE * 

1541C, 1571 versions 

128in64, 128, andCPM 

1 5 second backup! 



Professional DOS 



5119.95 



Limited Offer $99.95 

SAVE $20.00! 

F^ease add $2 Shipping b Handling • Michigan residents add 4% sales ten 
VISA • MASTERCARD • COD • MONEY ORDER 

Centronics* is a trademark of Cenlfonics, Inc. 



Sat & Sun. Jan.30-314988 

San Mateo County Fairgrounds 

San Mateo, California 



• EXHIBITS, EVENTS AND 
DOOR PRIZES 

• NATIONALLY KNOWN 
COMMODORE SPEAKERS 

• SPECIALS & DISCOUNTS 

• SEE THE LATEST HARDWARE 
AND SOFTWARE TECHNOLOGY 



CONTACT 



Sat. &SurL Oct 1-2,1988 

The Disneyland Hotel 

Anaheim, California 



The Commodore Show is the 
only West Coast exhibition and 
conference which focuses 
exclusively on the AMIGA, 
Commodore 128 and 64. 

COMMODORE SHOW e^ /^ 

ADMISSION *10 



m 
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RKPRODUCTIONS, 

P.O. BOX 18906, SAN JOSE, CA 95158 

(408) 978-7927-800-722-7927-IN CA 800-252-7927 



I Saved Time and Money with 
Physical Exam 

I use a data base to keep records for our club. Last 
week I experienced read errors. Luckily I have a 1541 
Physical Exam program. The alignment test confirmed 
what I had suspected, my drive was out of alignment. I 
am happy to report that I aligned my drive MYSELF. I 
avoided the wait for repair and paid a fraction of the 
cost. 



1541 Physical Exam 
_ .Typical Screen Display 







Ht*0 ^..^^-.f-- 



Please specify 
drive 1541, 
1571, 8050, 

8250,4040, or 
SFD 1001 



Package includes: • True digital alignment disk with 
offset tracks. • Mechanical Stop Test • Speed test 
• Illustrated manual with instructions for performing 
alignment, adjusting speed and stop position, • Hard 
copy mode to print test results for future reference. 



Plus S & II! 



Physical Exam $39.95 

I^m Cardinal Software, 14840 Build America Dr., 
-"-^ Woodbridge, VA 22191 Info: (703) 491-6494 g 
[ Orders: 800 762-5645 i 
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TRANSFER CG4/C128 files to and from your Amiga! 



DLSk-2-Disk reads your PaperClip. SpeedScript and Pocket Writer 
documents or other files on lloppy disk direcliy into your Amiga. 
Transfers all file types. Use tfiese transferred files with your 
favorite Amiga programs. 

•Reads/writes 1541/4040 and 1570/1571 disk formats. 

• Converts Commodore/PET ASCII to Amiga ASCII and 
vice versa. 



TRANSFER MS-DOS and ATARI ST files 
to and from your Amiga! 



DoiS-2-Dds reads Lotus 123 worksheets, v/ordprocessing 
documents or any other files on floppy disk directly into your 
Amiga for use with your favorite Amiga programs. 

• Reads/writes both 5.25' Af^JD 3-5" MS-DOS disks. 

• Reads/writes 3.5' Atari ST diskettes (GEIVI format). 

• Converts ASCII file line ending characters. 

Dlsk-2-Disk requires the Amiga mndel 1020 5,25' disk drive. Dos-2-Dqs 
runs on any slandarO Amiga. Disk-2-Disk 349.95. Dos-2-Dos S35,00, Add 
S3.00 for shipping and handling, CA residents add 6% sales tax. 




Central Coast Software'^ 

' 263 Bowie Drive. Los Osos. CA 93402 (805) 528-4906 3E 



C128 and C64 Users Like It! 

COMAL is an ideal language for non professional 

programmers ... Commodore owners! It is easy to 
learn and use. Over 3,000 COMAL programs have 
been released already. National support is 
available on Quantum Link. 

COMAL Intro Pak 

For just $11 we will provide a complete package 
of evervthine you need to try out COMAL, 
including 2 system disks and over 1.000 pages of 
info (S5 for disks only -- add $2 shipping): 

■ €64 COMAL disk and C128 CP/M COMAL demo 

■ 12 issues of COMAL Today 

■ 56 page COMAL Today Index 

Free Info Booklet 

No glossy hype, just 24 pages of solid 
information, including a four page keywords 
syntax chart with e.xamples. Send a 39<t stamped 
self addressed envelope for your free copy. 

Celebrating our 5th Year! 
COMAL Users Group USA Ltd 

6041 Monona Dr, Madison, WI 53716 
phone; (608) 222-4432 



Slimline'64Ccise 



A NEW IMAGE FOR 
THAT FAVOURITE 
COMPUTER 



Easy to Fit 
Lower key height 




Give your '64^ 

the modern look 



can have that 
a new coinuter- 
ive your '54 the 
been \ 





new look without 



case 
joIc 



;m looK ana color 
.Jve Been wanting. Installation takes 
just 10 mini^es and requires only a Riillips 
screwdriver. So don't oe stuck with the 
old look tiien the Slimline is here and 
ready for inniediate shippirig. 

Our price of $34.95 includes handling cliarges. 
Certified checks or postal money orders will 
be shiroed on receipt. Personal checks must 
he hela for 4 weeks pending bark clearance. 
Sorrv, no OCD's. Charre cards can order 
by c^ilirg (902) 89^-6372. 



Ls D 

Grap9vln& Data Products 



P 



P BOX 1886 
Charlottetown PEl 
Canada dA 7N5 



Rev your 
engines with 
Cycle Knight 
for the 
Commodore 64. 




Hang onlo dear li!e as you ride one of Ihe mosi advanced motorcycles ever buill. 
Hear Ihe squeal ol smoking lires as you speed into a forgollen [and o( make 
believe— spirited by magic, mystery and danger. Cycle Kniphi, Only S19.95! 

Police Cadet has crime, snipers, gunmen and other dangers as vou try 
to capture armed suspects and spare innoceni lives. Only $14.95 

Thai Boxing s 3-D display and fast play-action makes for a realistic and 
challenging version of the oriental martial art of kick-boxing. Only S14,95 
Highland Games tests your strength and agility in six traditional Scottish 
sporting events from throwing the caber to a tug o' war. Only SI4.95 
Beach Blanket Volleyball brings the sun, sand (and bikinis) to your screen 
as you scramble to return tnat impossible shot or make that spike. 
Only $14.95 

Equestrian Showjumper nuts you in the saddle as you guide your favorite 
horse through any of 12 differehl steeplechase courses. Only S14.95 

In addition to these new titles. Arlworx brings you such classics as 
Inleritalional Hockey. Bridge 4.0. the LInkword Language Series (Spanish, 
French, German and Italian) and. of course Strip Poker. 




Artwou Software fjo, Inc. 1844 Penfield Road, Penheld, U.K. »W (716| 38^120 • jBOO] 828-6573 



Money Machine Magazine 



doesn^t play around uiith your 

Commodore 64, 128, or Amiga 

computer system. 

» ONLY 100/, product ivitv Hagazine 
fop the 64, 128 and Aniga 

* Reviews of business sortnare and 
hapdware on al 1 three systens 

« Tutorials on spreadsheet and 
database useage 

* Ideas on Haking Money or saving 
Money with your systen 

* Hints on running your snail or 
hone-based business 

* Desktop published on CoMModore 
64, 128, and Atitga systens 

« 100/. Money-back guarantee on your 
subscription \C not pleased with 
your first issue 

"48 pages of Hal l-to-wal 1 honest 
pevie«s...It deserves a look if you 
are into product ivity on youp 
CoiwDdope nachines." MSj® DdSgE^&ODS 

6 issues (1 year) only $16.00 
(sample issue only $4.08) 

Money Machine Maganne 

P.O. Box 2618-1 

Ocala, FL 32678 

1 (904) 622-1022 



INTRODUCING 
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S159 



1541 COMPATIBLE 

DISK DRIVE 



TO ORDER CALL TOLL FREE 

1-800-544-6274 



We guarantee your satisfaction! 




NORTH AMERICAN 

PRODUCTS 

INTERNATIONAL 



5892 MAIN STREET / SPRINGFIELD, OR 97478 / 503-7-51-1222 



GRADING 
PROGRAMS 



Mc Guffy's Grader 

(Does It All) 

FOR APPLE Ile/C/GS 

(80 Columns, 128K), y^<^ 

COMMODORE 64/128 

IBM. 

$49.50 




y. $35.00 

'■^ blaster 

Grades 

(Does Just Enough) 

FOR APPLE II FAMILY, 

COMMODORE 64/128,PET, 

V.su/M.stcrc.rd IBM AND CLONES. 



FREE 30 DAY SCHOOL TRIAL 



MICHIGAN AND AFTER 5:00 P.M. 
(313) 477-0897 

MIDWEST SOFTWARE 

Box 214 • Farmington. MI 48332 



A Powerful Wordprocessor 

"for the Commodore 128® 




n i II i 
r II 




Selected 

-I for the 1987 

CES Software 

'Showcase 

Award. 



From the author of Fontmast^r II comes Fontmaster 128, 

an enhanced version for the Commodore 128. This 
powerful word processor with its many different print 
styles (fonts), turns your dot matrix printer into a more 
effectual tool. Term papers, newsletters, and foreign 
languages are just a few of its many applications. 

* Program disk with no protection - uses hardware key 

* Supplement disk includes foreign language fonts 

* 56 Fonts ready to use 

* Font editor/creator included 

* On screen Font preview 

* 80 column only 

* Supports more than 110 printers 

* Includes a 102,000 word Spell Checker 

Commodore 128 is a regisiered trademark of Commodore Business Machines. Inc 



0<M 

$69.95 



.^^:=S^%= Inc. 2804 Arnold Rd. Salma, Ks. 67401 (913) 827-0685 




THE BEST KEEPS GETTING BETTER! A 5-STAR INTERFACE 

j:-. featuring all new 1.91 ROM 






3333 S.WADSWORTH 
LAKEWOOD CO. 80137 

303-985-1473 



F7SW — 

AVAILABLE: 



MW-256 

A 755-K RS(1-aFER « l»(AH) CF P«U FOB «f OMiCDCR/PSNUR! 
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THOUGHTFORM 

SERIOUS 

for the 
COMMODQRE-64 

+ Thoughtform's virtual memory allows 
+ outlines longer than will fit into 
+ ttie computer's memory. 

+ Outlines can have up to 200 
+ levels of indentation. 
+ Each line can have a block of text 
+ attached to it. 

+ Each block can be several 
+ screens long. 
+ By hiding or revealing sections of 
+ your outline, you can easily 
+ see the structure of your work, 
+ and all how it all fits together 
+ (or doesn't fit). 
+ Thoughtform can help organize: 
+ term papers, class notes, 
+ speeches and presentations, 
+ project planning, appointments, 
+ and much more. 

all f or oniy: S> ^ ^ ■ %7 O 

THOUGHTFORM 

45828 Emerson Street 

Hemet, CA 92344 







Kracker Jax Revealed 
BOOK II 



LEARN ABOUT COPY PROTECTION FROM THE EXPERTS! 

Oui Knowledge of proteclion schemes has maoe us lamous Arfl we can pass Ihal knowledge 
m lo vou' Knckar Jtx RsvailBd: BOOK II is ovjr latest celease m a series at luiona'l guides 
designed la insiruci you in ine lascmanng aieas ot copy protection schemes ana how lo d&teai 
Ihem 

BOOK It continues Ifie tradilicn wfiicn Dsgan witfi tne original with roihin^g more than a t^asfc 
grasp ot rracnsne language, you cart learn io coniTOl sorrie o1 irie newest, most aflvancec] copy 
protecifon routines on the maTkel today! Here's what you'll gel wiih BOOK II: ■ Deiailed info 
ustng ?Q current new programs as examples' ■ An enhanced, all new utilti/ disk with 20 new 
parameters' ■ The lamous RapidfCk^" copy systen REVEALED' ■ EXTRA BONUS— The 
i&gefidary Hes Mon"'" cartnoge' 

Oon i De intimitJaiea Dy complex protection routines Leafri how to take conifoi oi yojr 
enoen^ive soltware AHer ali, knowledge 15 power 

BOOK 1 IS STILL AVAILABLE! 

Uniy iP^Oiull CuCn. Please alow ? weeks lot delivery 
Orders oylsioe o' Nonn America musi aHa S7 50 for shipping' 



^ 



Kracker Jax 



THE HEVDLUTIQNftRY ARCHIVAL SYSTEM! 

Ktacker lax is ihe powerlul pa'ameler-Dasetl copying system Iti3l hss lakcn ihe couniry by 
siorm' What IS a parameier' irs acuslom program ir>at allows your 1541 or 1571 disk drive lo 
slrip AIL c:py piolectiori from your eKpensiye sollware leaving you wtin UNPROTECTED. 
TOTALLY BROKEN BACKUPS Ihai can even be copied wiin 3 simple last copier' 

We aecla'e Kfick«c Jai lo be the besi system ol us kma on tnt markei today' A bold claim' 
MayOe 

Bui don't lake our word lor ii— il you warn the REAL story on now good Knckar Six is, |usl 
a^k one ol our cusiomers Don't worry 'I'ou won't haye an^ proDlem Imding one 
■ Easy 10 use— no special knowledge is repuireo' ■ Powerful— will easily back up lilies thai 
nibblers can'i! ■ Superlasi— strips protection in a mailer ol seconds! ■ Great value— each 
volume has approi, 100 paramelers! ■ Current— new Kticker Jai volumes released quarterly' 

ALL NEW VOLUME SIX IS NOW 
AVAILABLE-ORDER TODAY! 

Kracker Jax Volumes 1-5 are still available. 
All Kracker Jax Volumes are $19.95 each. 



The C128 Cannon 

IT'S JUST WHAT YDU'VE BEEN WAITIWG FOR! 

Here's ihe packaoe tnat you Cl2fl owners nave been 
waning lor' The 0128 CANNON S'ves you more power man 
you ever hoped for' Just look at some ol tnese utilities 

■ NIBBLEB— Works wiin single or dual Ii71/I54t dnvesi 

■ FAST COPIER— use lor data disks or Krackar J»! 

■ FIIE COPIER- Easy liie mainiBtiance and manipulation' 

■ 1S8f FAST COPIER— For me rew nigh speed 3 5" drive' 

■ 1581 FILE COPIER— For nrgli speed Me manipulation' 

■ MfM COPIER— Copies unprotected IBM & CP/M disks' 

■ US EDITOR— Works wild 1541, 1671 and new '581 
drives' ■ ERROR SCANNER- Complete witn on-screen 
display' ■ DENSITY SCANNER- Find altered densities 
Itack Dy track' ■ DIRECTORY EDITOR- Alter & orgaoiie 
disk directories' ■ KRACKER JAX BQNUS-iOO of our 
hottest parameters' 

You've seen nipplers alone tnat sell for tniriy-live or 'orty 
dollars And tne 100 KRACKER JAX parameters are a twenty 
dollar value Yet the entire C128 CANNON package sells lor 
just S34 95 Never belore has this much power been 
integrated into a single, alfordaoie product If you own a 
C128 you Eon'i need to leei left out m the cold anymore 
Other companies may ignore you, bul al KRACKER JAX, we 
know a powerful machine when we see one 

Let US show you lUSt how powerlul your CI 28 really is 
Order your CI 28 CANNON today' 



Only $34.95 







Shotgun II 



THE DOUBLE BARRELED >JIBBLEfl IMPRDVEO' 

We've laken Tne Shotgun, out popular mbbler, ana 
comp'elely rewntler^ il to provide more power more speed. 
and even more leaiures than Detore' The result «s Sholgun II. 
tne new standard in higtv powered ficopters. 

■ Capasie ot making copies using one or iwo drives" 

■ Shatgun H can easily copy data clear out to track 401 

■ Aulo density detection can easily tie toggled on or off! 

■ The single dnve copier nas an on screen GCF! display' 

■ Allows you to list OirettOTies ifom eiiner disk dnve' 

■ Supertast new True Dual" two drive copier model 

■ Capadle ol copying Rapiolok^" programs auiomalicaily' 
And tiere'^ tne good part we've increaseo the 

performance WITHOUT increKsing trie priced Like the original, 
Shotgun 11 is avaiiacie in eitner ol two formats. H Trie 
Shotgun IL wnith 15 the utility flescnced aPove, 2) TWt 
Loaded SJiatgun II, whicti is the same utility packaged along 
with 32 of the flattest KracKei Jai oaraTnelers ever produc&C 
And il you afreafly own itie ongmai Shotgun. ]u5l send us 
youi disk along wiin S9 '9b h^ 5ho<tgun II 

Either way you order i- Shotgun 11 will Qothe lOb tor you' 

The Shotgun II: Only $14.95 

The Loaded Shotgun II; 

Only $19.95 



The Buirs-Eye 

so GOOO. EVEN WE CAN'T BELIEVE IT! 



Rapidlok"' It's one ol Ifie toughest :opy prolection 
routines 'On l\\t market today and it s being used Dy several 
major sollware tiouses to copy-prohit]]i some ol the tmesl 
iJiles available for the C64. 

Now. you coiJlo go broke buying expensive 'oftictai" 
Backups ol programs you've already paid loi Or. you can 
eitercise your legitimate rignt lo make your own tiackups No 
special knowledge or experience is iregui'fid AH you need are 
a lew plank disks and hve minutes of lime Bu 1 s-Eye lets you 
create your own custom Rapidlok"^" copiers lo backup your 
exper^sive sotiware' 

We ve included several custom Rapidiok""" copiers that 
we created ourselves, jjst to get you started. BuH's-Eys also 
ieatures a pow'erlul new GCP nipbier developed spetiticaliy 
ttr jfiis system' 

And il ail itiat isni enough. Bull's-Ey^ also contains a 
revolutionary new copy system tor GEOS^"' It us tfie first copy 
system 10 tie usE'd; exclusively witnm the GEOS'" 
environment Fully icon driven, it runs diiecily trom the 
GEOS"^ desktop' And our utihiy doesn t iust standardize 
GEOS'" oiogtams, n actually neutral izesther. your GEOS'^" 
programs are compietsly unprotected" 

We ve taken carelul aim at your archival needs and nit itie 
targ&i oead center— ngh! in the Buirs-Eya! 



Only $19.95 



GEOS'" IS a registered trademark ol Berkeley Soltworks ' 



Looking for a Supercartridge?? Don't finalize the deal!! 



Are you thinking ol buying a multi-tunction cartridge? 
Well, don't make a FINAL decision until you look at ttiis 
comparison chart. 

Super Snapshot 64 V2 has just been updated to make it 
an even beiier utility than belore! We've even added features 
like system reset capability and a sector editor! 

■ Super Snapshot is upgradeabie. There is no need to 
discard your cartridge for a new version. 

■ Copies most memory resident software on today's 
market. 

■ Snapshotted programs run without the SS cartridge. 

■ Our cartridge is easily updated witfi up to 40K. 

■ Our Turbo/DOS is the most compatible fast loader tested 
lo date. 

■ Attention Ct28 owners: An optional switch Is available 
which allows you to disable the C64 mode with cartridge 
In place. $5.00 additional. 

■ Super Snapshot 54 V1,0 owners may upgrade for 
S20.00. Contact us lor details. 

■ Super Snapshot 64 is for the C64 or the C128 in the 64 
mode. 



Super Snapshot 
Only $54.95 



Super SnapsHot 64 (SS) Vs. the Final Cartridge' (FC)' SS FC 

CompaliblE .vilh ALL C64/C123/SX64yMSD/154l,M571/S 15BI equipment'? V N 



Is the cartridge ilsell designed lo be easily upgradeabie? 



Features bo'h pre-programmed and user-getmapie lunciion keys^ 



Will It print bolti mulli-color and standard bit mapped screen dutnps^ Y M 

How many dilfereni si^es can Ihe screen dumps be printed al^ 3 I 

Save graptiic screens to disk in either Koala"" or Dpodle'" lormals^ V N 

Menu driven with easy to read full screen windows'' Y H 

Features bom a last loader and a fast disk formal.ng oplion^ Y H 

C-6'i'"/1581 last load suppon (20+ plocks/sec ) Y N 

Unique "RESUME" lealure (prool ihai SS does NOT corrupt memory)? Y N 

Does me buill-in Machine Language monitor corrupt memory (see abovej^ N Y 

Y N 



32 16 



M/L monitor accessible Irom a running program with resume lealure intact? 

How much ROM does the cartridge conlain^ 

How much RAM does ihe cartridge contain^ B 11 

Does the canridge work wiUi popular multi-slot expansion boards'' Y N 

Is ALL Ram and Rom accessiole Ironn itie Mactime Language monitor' Y N 

Is Ihe cartridge TOTALLY Invisible lo software when disabled'' Y N 

Supports C12S lasl mode during screen Pumps'? y N 

Does Ihe carlridge support multiple disk drives'' Y N 

Is ine canridge supported wilh a FREE Kracker Jan parameler disK^ Y N 

FREE Shipping and handling on all orders within the United Stales^ v N 

In Canada, order trom Marshview Software. PO Box 1212, Sackville NB E0A-3C0. Only 569.95 CDN 
•Final Cartridge is a registered trademark ol H & P Computers ol America, Comparison dale 8-1-87. 
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^ C128 Helper 



THE FIRST ELECTRONIC C128 REFERENCE MANUAL! 

It you've ever lounfl yourself needing mformjnon wtiiie nghi \n \\\s midtJIe ol programming, 
have we got a ulilily tor you' 

The C1?8 Helper is ine lifST elecKomc reference manual lor the Cl2a Lei's say that you re 
ngni m ihe middle ol wniinga program in ifie powerlui BASIC ^ langwoc when yoii realire fhi5l 
you need more inlormalion on a specifc cornmand Just touch the Cl2B's HELP key Almost 
instantfy (thanks lo Ifie 15715 tasi' mode) a menu appea's on youi screen Just select the 
command m (jyesuon and moments later a full screen of deiarlea mformaiian appears, mcJuQing 
3n example snowing irie command in use And at trie toucn d( anotn&r key, thai scr^een ot flata is 
dumped lo your p'inler. Voure irien returnee to your BASIC orogrsm. exactly where you leH oH! 

The Cl28 Helper is machine language dnven for speed. :f works m me C128 5 SO column 
mode with an RGB or composite monitar You can use either a 1571 or, with sljgtitty slower 
response time, a 1541 drsve 

TheC12&Helpe( is co-resident wjin your BASIC program With it. All BASIC 7 Ocommands 
and lunctFons are detailed with luP explanations and examples it also allows you to perform a 
screen dump trom BASIC 

But perhaps lie single most exciting leaiure is irns Ihe program ts user definable, Not only 
can you modify the C12& Helper itsell, Out youcan actually edit and creaie your own cusiom tiles" 
The program guides you vniih prompts, helping you to easily construct your own custom 
applications, compfete wiiti menus' You coLtid make your own merno pads, calendars, electronic 
helpers for other programs— the list is endless! 

But even il you only use the Ci28 Helper ilsell. you'll de geKing more than your money's 
worth, Get your copy loday' 

—ELECTRONIC HELP fOR ALL BASIC 7 COMMANDS— 
-PLUS- 
ASCM Code ser ■ BASIC keywo'ds" ■ Screen POKE codes' ■ BASIC abbreviations^ 



Useful memory locations' ■ BASIC tokens' 

Only $24.95 
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SYSRES " Enhanced 

WE'RE GOING TO CHANGE YOUR MIND ABOUT BASIC! 

Maybe you've never paid mucn attention to BASiC Figured it was psi a low powered 
language lor kids and beginners. It that's what you think about BASIC, then you've never heard 
of SVSRES"" 

SYSRES^*" resides m memory, out ol Ihe way It is the ULTIMATE BASIC enhancement 
system lor the 064 or C12S m the 64 mode SVSRES'^" adds ever 25 mapr commands and over 
tOOO additional functions to slandard BASIC No. that wasn't a typo Twenty-five MAJOR 
commands One THOUSAND additional tunclions Impressed^ There s more. 

SYSftES'" leatures an extended Super DOS-wedge, reducing even the most complex 
command seGuences !o a few simple keystrokes, it also allows you to scroll both forward ar^d 
backward throvjgh your BASIC programs We've even added an all new last loader routine to make 
loading up to 5 times taster. 

SYSRES''' IS addictive lo programmers, but not to the programs themselves— no run time 
library is needed for programs created with SVSRES''' Don't take our word for it. Just ask any 
expert BASIC prog'ammer what the nest C64 BASIC extension system on ihe market is — hell say 

■ SVSRES^"'- 

-SAMPLE SVSRES^" COMMANOS- 

■ APPEND ■ DELETE ■ LIST ■ RUN ■ ADIO ■ DUMP ■ LOAD ■ SAVE ■ BLOAO 

■ EXEC ■ MEBGE ■ SETD ■ BRUN ■ Fl^^D ■ MON ■ SETP ■ CHA^^GE ■ GET 

■ OLD ■ TFACE ■ CLOSE ■ KEYS ■ PUT ■ VfRIFV ■ CMD ■ KILL ■ f^ENUMBER 

■ WHY 

SYSRES''*' IS unprotected and comes complete with over 110 pages ot comprehensive 
documentation bound in an attractive, durable Ihree ring binder, II you're REALLY interested in 
programming, order SYSRES^"— and discover a BASIC thai you never even knew existed' 



Only $39.95 
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Hacker's Utility Kit 

USE THE SAME TOOLS THAT THE EXPERTS USE! 



Are yoL ready lo iake control ol your sotlware' Lei u^ 
help! Ojr Hacker's Uli'ily Kii contains the mosl imptessive 
airav ol looiE ever assemtjied m a single package^ 

Our top Kricker JiK prograniitiets :jijt togettiet a "wisn 
list"' ol tools that IPey wanieP to work with— and then weni lo 
work creatmg Ihe perlect set ot Liiiiiiies The result The 
Hacker's Utility Kit- No« YOU can use the same powerlul 
tjtihties that WE do — at a traction ol their true deveiDpniErt 
costs' Here's what you'll get 

■ WHOLE DISK SCANNER— usaje, error density into last 

■ GCR EDITOR— view taw data the way your system sees it^ 

■ FAST DATA COPIER— absolutely will NOT write errors' 

■ I on ? DRIVE NiBBLER-lastipowertui/staie 01 tneari' 

■ FILE TRK/SCIR TRACER— tini) any secior Imk rn a tile 
fast' ■ BYTE PATTERN FINDER— tinds any patlern 
anywhere' ■ CUSTOM COPIER CREATOR— the ONLY one ot 
Its kina! ■ RELOCATABLE M/L MONITORS- including 
drive monitor' ■ FAST FORMATTER— pragrammable tracks 
or whole disk! ■ DISK FILE LOG— quickly find tile start/end 
addresses! 

Pfolessional rrtecnanics and programmers have one thing 
in common: they Dolfi use the tmesi tools avanable These 
tools were developed specilrcally to meet the demanding 
neeos ol our Knckat Jii programmers. Tdey are uiitdies 
created by experts, retmed under constant use, and perfected 
tor you. 






Only $19.95 



SuperCat 



THE ULTIMATE DISK CATALOG SYSTEM! 

Are you IiretJ of searching endlessly tnrough your disks lo 
iina the one mle tnai you te mterestea m' Frustraiea by 
calalog programs that run duI 0' memory or sloiage space 
every time ^our disk hbraiy grows' Then NOW is the time to 
■nvesT in SuperCat. Ihe most sophisiicated disk cataloging 
system awailawe lor yojf Comn^ocfore 6<l' 

SuoerC^E allows you to catalog up ro G40 disk 
directories—up to i .280 wilh two drives! You can intJex and 
aiphaDetize over 5.000 titles— ar^O up to 10.000 with two 
dnve^' SuperCat wsii accept disks wiih dopucaie iD's. With a 
printer, you H be impresseO hjr ihe vanetv ot report lo'mals 
available 10 you Vqj can itsi titles m aiphaDehcai order or by 
disk Disk header itsis can be sorted by name, disk ID, date 
cataloged, bioc^ts <tee on disk, and disk mjmberi Voj can 
even prmi aisk labels m any ot three ditlerent lormats' 

SuperCat is incredibly last— it can linG ANY title m |usl 1 
seconds, a^d can sort 1 .000 titles m a mere B seconcs' And 
SuperCat comes wtth a comprehensive, illustrated, indexed 
manual, althouigh you probably woni need it much— out 
e!tiensive menus and help screens see lo that 

Face It— 11 yoj re gomg to gc to the trouble ol cataloging 
your library in the tirst place you may as welt use Ihe best 
tool on me market SuperCat 



Graphic Label Wizard 

THE GREAT NEW GRAPHICS LABEL UTILITY! 

Oh boy Another graphic laOeling uiility Ziii 
Donit kid yourseil We fe the same people who Orougni 
you SuperCat. and we couldr^'t make a Doring uhlity il our 
lives depended on if Atjie to use Print Snop^", Print 
Master^". Software Solutions^", or compati&le graphic 
images. The Label Wizard ss designed to lake advantage ot 
the huge library ot graphics utilized by these programs And 
that's |USI the beginning Take a look at Ihese features— and 
then oTder your copy todSiy' 

■ Print a graphic & up to & lines ot text on a maifing label' 
S Easy to use menus leatunng last Pop Up Windows' 

■ Save labels to Oisk toi later moortication & printing' 

■ Print one label or print all labels from your data flisks' 
B Automatically prtr^l muJiiple copies ot your tavonte labels! 

■ Flemble— you can print your labels i. 2. 3 or even 4 
across' ■ Label Wizard includes over 50 exciting new 
graphics— FREE* ■ Print catalog showing 28 dis^ graphics 
and lilie per page' ■ Use Epson compatible or create your 
own cusTon^ printer tile! ■ Pimt tent m any combination ot 
styles youi printer supports' ■ Hi res display allows you to 
load and preview up to 4 graphics simultaneously- even Uom 
i dil'etent disks' 






Only $24.95 



Only $24.95 



^^ Super Snapshot Slideshow Creator 

THE DYNAMIC NEW COMPANION UTILITY FOR SUPER SNAPSHOT 64 OWNERS! 



This 15 HOT! You know that Super Snapstiot 64 can 
capture a multicolor or hi res display on your screen and save 
pt to dfsk as a 'tile Our new Slideshow Creator lets you 
display a series ot these images, with dynamic options such 
as tade m and out. shutter on and oft ann pop on and pit, and 
your choice ol 10 dilferent fonts for creating your own custom 
scrolling capiions' We've even included progfamming to 
allow you to easily integrate hi res or multicolor screens into 
your own M/L or BASIC programs with lull COhlrol' Check ou! 
these features 



REQUIRES me Super Snapsnoi canndge to create' 
Does NOT neec Super Sriapsnoi cartridge to display' 
Display at least ^2 slides with 1541 or 24 with I6?i' 
Slideshow can even be poned to the new i58i disk dnve 
Super Srrapshot Slideshow Creator supports (wo drives' 
Includes fade m/out and poa on/oti special eitects' 
10 tonis avaiiaDle tor custom scroltmg te)ct displays! 
Built irt last loader rouline !or high speed displays! 
Amazing low price— OflOEfi YOUBS TODAY' 



Only $14.95 



Graphic Art Disks 

KDT NEW CLIP ART FROM SOFTWARE SOLUTIONS'"! 



Let's la:;e tt; you can be a Pnght. talented, creative 
pSiTSOn- and STILL not be able to draw a straight line with a 
ruler 

Well, wec^n help Each ot our Graphic Art Oisks features 
too outstanding hi res graphics, covering a wide langie of 
subjects and loo'cs. created by professional artists 

We've got graphics tor holidays, graphics tor sporting 
ever^ts, animal anO people graphics, pets, ktds. cats, boats, 
planes, signs, things, places, the list goes on and oii Your 
use lor them is limtted oniv by your own imaGination For 
signs, cards, banners, invitations, fJyers, or whatever you 
have m mind, you'll find an image Ihals just right' 

Each disk teatuies these graphics «n BOTn Pnnt Shop'"' 
(side A| and Print Master^" lormats' And these grapTiics 
also work with oui own superb Laoei Wizard programs as 
well Graphic An Disks great ^n was nevei so affordable' 

DISKS 1-5 AVAILABLE 
Only $14.95 each 



QOMPUTEF 



MART 



Need more inlo' Call or 
write for our tree catalog 

Program submissions wanted! 
Good Commissions — 
Naiional Marketing 



CHECKS, MDHEY QRDEHS OH VISA/MASTERCARD. 

Mail your order to: Computer Mart 

2700 NE Andresen Road/Vancouver, WA 98661 

Ptione orders welcome: 206-695-1393 

Same day shipping/No C CD. orders oulsibe U-S. 

PLEASE NOTE: Free shlppinB & handling on all orders • C.O.D. add S4.iX> lo total order • All orders must ba paid In U.S. lunda. 
Waslilngton rssldents add 7.30% sales tax to ortler. Onderi outside of Nortti America add S4.IX) per software selection and t7.50 per bnoli or fiardwai?. 
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DEALERS— WE HAVE THE SUPPORT YOU'RE LOOKING FOR! 



h:--:; -,-:--si:. 
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A Family Of Arcade-Proven Video Game Favorites 
For Family Fun & Entertainment 

CAPCOM DISK PAKS 







A ^ 



i. ^ k 



CHALLENGE SERIES ) 





W|p^* Coming Soon 
* Through Exclusive 
Arrangement With 



• MINI-GOLF"" 
• STREET FOOTBALL^ 
• STOCKER™ 

,,^ x^ - ^ • HAT TRICK™ 

/.y ■ , ^ 4/kJ\LvT'-' and another new 

w/^dMi4t'MMi ^ Challenge Series Game 

CSPORTS SERIES ) • SARGE^ 



Two-Player Action Games 
• State-Of-The-Art Technology 
• Ultra Superior 
High Resolution Graphics 
• 90- Day Warranty 



Specially Designed 
iFor ?^!t^ Oni 

Commodore 
64/128 



By CAPCOM"^ 




Premier World-Wide Arcade Game Designer 



CAPCOM 



1283-C Old Mountain View/Alviso Road • 

TELEX 629T6714 (408) 745-7081 



Sunnyvale, California 94089 

FAX 408-745-7920 



CAPCOM "and Captain Commando "are registered trademarks of CAPCOM U.S.A. Inc., Commo<fore64/128. IBMXTfi AT. and Atari ST are registered irsdemarks or Commodore ElectJ-onics 
Hd., Jniernationa! Business Machines Corporaiion, and Atari Corporation respecilvely, 
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MONEY-BACK GUARANTEE * TOLL-FREE 24 HOUR ORDER LINE 

WIDE SELECTION * NO-NONSENSE LOW PRICES * FREE CUSTOMER 

SUPPORT * FRIENDLY & KNOWLEDGABLE STAFF * IMMEDIATE SHIPPING 

PERSONAL ATTENTION * FOREIGN, CANADIAN, & SCHOOLS WELCOME . . . 



NEED WE SAY MORE? LET US EARN YOUR BUSINESS!! 



GRAPHICS & CAD 



Anil-Glare Screens 
Banner Machtne ECardira!) 
BASIC8(Palecli) 
SCREEN F/X (Solo UnlmMI 
Billboard Maker (Sol Unlmld) 
CAD3D(IHT) 
Cad[iik.64 1AD3CUS) 
Cadpih-iza (Abacus) 
Colore: 123 (B-Warel 
Cvbervldeo (louctislonc) 
Doodle (Crystal Rose) 
Fleiidraw 5.5 (Inkwell) 

Ughlpennoc 

lightpeni8dC 

ReilFanI 

Gallerias - each 
Holiday/CliiiAMI/CllpArlll/ 
Borders/Animals /Futuristic/ 
Keedlcgraptiics 
Graphics Integralor 2 llnkwcll) 
Graphic Label Wiiard (Kra Jaxi 
Graphics Transtormer (CDA) 
Home Cesigner 128 (Kendall) 
Icon FacIorY (Sale UnfmtrJ) 
Moving Piclures (CDA) 
Perspectives II (Kira) 
Picasso's Hevengef Progress) 
PHolo Finish (Sot Unlmid) 
Pop-Up Greetings (PatECh) 
Prinlmaster Plus lUnison) 

Art Gallery I or (I 

AIDS/UTILITIES 

1541/1571 Dr Align (Free S|i) 
40/80 Column Switch Cables 
Assembler/Monilw (Abacus) 
BasicSfPulech) 
BASIC Compiler 128 (Abacus) 
BASIC Compiler 64 (Abacus) 
BBS Construction Set (Kiral 
Big Blue Reader (Sogwap) 
Big Blue Reader CP/M 
Bobsterm Pro 64 [ Progress) 
BobsUrm Pro tJB (Progress) 
Gnome Kit G4/i:8(Kira) 
Gnome Speed 128 (Kira) 
Gnome Mac 128 (Kiral 
How To Gel Most GEOS Book 
HowTo Gel Most GEaS Disk 
Krackcr lax Volumes 1-B EACH 
KJax Loaded Shotgun 
KJa«C128 or MSD Cannon 
KJix Bull's Eye 
Kyan Pascal 64 or 12S 
Ptiy Exam 1541 or tSTHCarfl) 
Power Assembler 64/128 (So) 
Power C 64/128 (Spinn) 



Programmer's Tool BoiSpinni S17 

j^ig Prototermt28 12 

39 Super C12S or 64 (Abacus) 15 

30 Super Graphii(Xeiec) 79 

29 Super Graphlx Jr. (Xelec) 43 

29 Superkill 541 (Prism) 25 

39 Super Basest 128 or 64 (Abac) 45 

29 Super Snapshot (KJax) 4g 
45 Troubleshoot i Repair C64 Book 16 
]2 TurboLDadiSaveCart(Scinn) 19 

30 CPHKIt12Bllnca) 25 
29 TSOS Super Assembler 39 

29 

7j HOME/BUSINESS 

49 Accountant 128 (Kf SI 119 

24 Add-on modules 55 
21 BESTA/PorA/R 45 

BEST G/L or Inventory 45 

BEST Project Planner JO 

Business Form Shop (Spinrt) JO 

25 Checkbook 128 (Nu Age) 17 

19 CMS Accounting 128 129 
25 Imrenlory Module 53 
45 Easy Working Filer/Planner 
29 Of Writer (Spinnl 10 

20 Reel System 2 -f (Prniessronal) 39 
39 Fleet System 4 (Protessionai) 59 
49 Fleet Filer 64 (Prolessional) 29 
2S FlmFile 64 or 128 (Cardinal) 39 
34 Fontm3s1er12B(XetK) 39 
25 Fontmaster II G4 (Xetec) 35 
17 GEOS 128 IBefkeiey) 4S 

Ailif-ons cal 

CEOS 64 (Berkeley) 39 

29 Geoprint or Geodei ?9 

^9 Geoc3(r; or Geotile 35 

29 Forttpak I or Deskpak 1 22 

30 Writer's Workshop 33 
45 MIorolawvor (Progress) 45 
29 PocketSui>erpakS4 (Dig Soli 49 
43 Pocket Superpak 2 64/128 69 
25 Pocket Dictionary (Dig Sol) 10 
32 PocKel Writer 64 (Dig Sol) 29 
39 Pochel Writer 2 (Dig Sol) 45 
49 Supertiase 64 49 
23 5uperbase128 55 
39 Superscript 128 49 
19 ThoughlForm 64 (Galfery) 26 
, 3 Vilistar or Vriiwrrte 1 28 65 

9 Wordpro12e/Spell/FileprD 30 

,j Wordpro 64/SpellAurllo 30 

17 

29 PERSONAL 

17 Bridgemaster (Radarsdl) 12 

52 Cardip Exercise (Bodviogi 69 

29 Celebrity Cookbook (Merrill) 25 

30 Classical Music (SWder) 9 
30 Crossword (Radarsoll) 12 



Olsk/Video/Mag Catalogue 128 $29 

Bream Analayierllvtermi) 25 

Enhanced Stress (Bodylog I 199 

Family Tree 123 or 64 (Genco) 39 

Muscle Development (Mylog) 54 

Seiual Edge (Merrill) JO 

Standard Stress (Bodylog) 89 

Tempo Typing (Rai;arso(l) 12 

T-Shtrl Shop (Spinn) 39 

EDUCATIONAL 

Fisher Price 
Peler Rabbit Reading (3-6) 19 
PeleriWoll Music (3-7) 19 

Jungle Book Reading (6-9) 19 
Rrst Men on Moon Math (9 + ) 19 

V/idham Classics Gra p rtic Adven 
Treasure Island (10 + ) 
Wljsrifot 01(10 + ) 
Swiss Family Robinson (1 -f ; 
Below the Root (10 -I- 1 

Hayden Score (mp For SAT 
Math/Verbal or Exams 
All 3 

Spinnaker 
Fjcemaker-Amiga r3-81 
Alphabet Zoo (3-71 
Kids on Keys 14-91 
Math Busters (8-14) 
Kldwriter(610) 

Homework Helper Math ( 1 -f ] 29 
Homework Helper Wrile ( 1 D + ) 29 
Early Learning Friends (3-81 
Grandma's House 

Educational Videos-Spinnaker 
Readers ot Lost Alpha (5-8) 
Adventures of Time Tail 15-8 
Search tor Stolen Sentence 
Close Encounters ol Math Kindt 2 

Captain Kangaroo Videos 
RlghtThingToDo(3-3) 9 

Favorite Adventures (3B) 9 

Tates Eror:i Mather Goase ^3 8) 9 
Silly Stories/Scary Tales (3-8) 9 

Beat Ttie SAT - Verbal Video IB 

Baal Tfte SAT -Math Video 18 

Maps USA/World r>r Europe 19 



Publisner1000(NESo(I) 
Logistix (Progress) 
Scribble (BromnW) 
Talking Coloring Book (J MH] 
Suparbase (Progress! 
TV Text (Brown W| 
Videoscape (Aegis) 
Wofdperfect 
Draw (Aegis) 
Digit (Aegis) 
Viiiwrite (Progress) 
Amiga 600-512 Exp Botrds 



S149 
119 
79 
24 
119 
79 
159 
299 
39 
64 

lis 

139 



22 
22 
22 
22 

17 
35 

39 
18 
18 
22 
22 



!!FREEF! 

Strider's 

Computer Classics 

with order totaling 

$100 or more. 



en i WALL 



Solid Products • Solid Support 

P.O. Box 1 29/56 Noble St. 
KutZtOwn.PA 19530 



TOLL-FflEE 24 HOURS 
1-800-638-5757 

(ORDERS ONLY PLEASE) 



OUR PROMISE 

WE GUARANTEE YOUR SATISFACTION!! 

II. for any reason, ypu are nol salishefl wjiii your 
seiection witriin 15 flays ot your receipt, simply 
return the prrxiuct to us tor a trlendiy refunrj of 
your purchase price. No hassles' Vou pay ONLY 
SI 00 per returned Item tor hanOiIng, Defective 
Items 5:e replaced fre§ ot cttangel 




AMIGA 

Analyze 2.0 (Brown W) 
CLI-MalBlProgress) 
Express Paint (PAd) 
FACC(ASOG) 
P.H.A.S.A.R. (Finally) 
HItrolawyer (Progress) 
Pigesetter (Gold Disk) 

Gold Spell or Lazer Script 
Ptinlmisler Plus! Brown W) 



119 
30 
60 
29 
79 
« 

119 
35 
39 



• COMBINATiON SPECIALS * 

CALL FOR LATEST SPECIALS AND PRODUCTS 



Gnome Kit + Gnome Speed - $59 

Photo Finish + Icon Factorv + 

Billboard Maker - $69 

Syntech BBS -t- Games Motlule - S59 

FlexiiJrawS-S -I- t70CPen-S1D0 

Flexi0raw5 5 + 184CPen.S75 

Graptiics Integrator 2 + Graphics 

Translormer -i- Icon Faclory ■ J76 

Doodle -I- Moving Pictures ■ S4S 

KFS Accountant 128 + Add-on Module - S169 

Galleriasvyilh Flexidraw and Pen - $19 each 

Basics -f Colorez12e-$39 



Maps Europe + USA -i- Wortd - S50 
Any 3 Widham Classics -$60 
Kids on Keys -F Early Learning 

Friends -i- Grandma's House -SZ8 
Easy Working Planner + Filer -t- WiUsi ■ 
Any 3 Fisher Price Educationais - J5Z 
Vi2iwrrtel28 + Vizistar 128 -$125 
1B4C Pen wilti ANV Grapliics Pak ■ $13 
Any 3 Kracker Jax Volumes - $45 
Brtdgemasler -i- Crossword -F Tempo 
Ty[)ing-$29 
3 ot more Classical Music Disks - $7 each 



$26 



^ORDERING INSTRUCTiONS VISA, (MasterCard, Personal Check. Money Orfler or COD are welcome. 
I snipping USA S3 OO/grouni), S5.l)0/2nd Day, $t4,00/overnighi. COD adO $2 00, Canada/ 
I Meiico S6 00 Air Maii Foreign- SI 2 00 (lor Air Mail use charge & specily maximum). PA residents 
I add 6% sales tax, Inclufle phone number anti compoier/Srive model with orflei. All items wili be j 
I shipper! irnmeoiately, (if we are oul-of-stock . we wili let you know ) Charge is per order. 



HOME DESIGNER 128 



! THE ONLY PERSONAL CAD SYSTEM YOUIL EVER NEED ! 
LIST -$50 OURS -$45 SPECIAL -$39* 










Home Designer is the ONLY object-based CAD package available 
tor your C128. This gives YOU near-plotter resolution on your 
dot-matrix printer. Print accurate Qrawings in ANY scale! With 
over 50 powerful commands. 5 iJrawing layers, mouse support, 
library figures and much more, this package is perfect for house 
plans, schematics, engineering and virtually any application 
requiring precise detail. 

DEALER INQUIRIES WELCOME 

*OFFER GOOD UNTIL 1 1/30/87 



For CUSTOMER SERVICE please call us; 

Monday Itiru Friday. 9:30 a.m. - 4 p.m. EST 

1- (215) -683- 5699 



I 



Call Of write lor oor FREE CATALOG 
describing in detail, hundreds ol 
tine products tor your Commodore 







The ^Kickstarf . Guide 



to the AMIGA 



by 



ARIADNE SOFTWARE LTD 



For the Commodore Amiga (tm) 500 and IQOO! 
This GUIDE, first published in England, 
includes feature articles from Ariadne 
Software LTD ' s much acclaimed Amiga (tm) 
journal. It explains key concepts of the 
machine in a way which doesn't assume you 
know about them already, and which is designed 
to compliment the official documentation as 
much as possible. Chapters in the book 
include such topics as introducing you to the 
68000 processor, multi-tasking, 'C 
programming, graphics, the AmigaDOS (tm) and 
much more. Retail price $24.95 US (plus 
Shipping and Handling). And AVAILABLE NOW! 
(TM) COMMODORE ELECTRONICS LTD. 



ORDER LINE: 

(800) 222-4441 

MicroPace 

1212 Ha^an, Cliamiwif;". 'L <ilS2» 
Dealer inquirifs HekoiiiL' 



e^s 



connector 









talk 



twve 



fnpty 



calcuute 



JUMP 



□■■HI 



repeat 




^epforn 




end 
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slsffn 



o 



field 



IFF 



«□. 



disf-in 



input 



AIRT ICON PROGRAMMING 

AIRT IS AN ICON BASED PROGRAMMING LANGUAGE that allows a programmer to create 
a useable program simply by selecting a series of pictures. 

This program displays a picture, 
accepts input from the user and 
stores that input into a file. 

IF YOUR CURRENT PROGRAMMING LANGUAGE WON'T LET YOU CREATE A PROGRAM THIS EASILY, 
YOU HAVE BEEN "HUNTING AND PECKING" AND NOT "POINTING AND CLICKING". 

AIRT was designed tor non-programmers and those not willing to spend days or 
weeks developing a program using a conventional language. 
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conntctor 


m 


input 









INTRODUCTORY OFFER $64.95 



available for the AMIGA 512k 



INCLUDES: AIRT EDITOR, COMPILER, PRINT UTILITY, FORMS PICTURE EDITOR, 
and extensive AIRT PROGRAMMING MANUAL. 



Send check or money order to: 

AIRT is a trademark of PDJ Software. AMIGA is a trademark of Commodore-Amiga. 



PDJ Software 

in Thornwood Dr. 

Marlton, N.J. 08053 
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subtract 
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print 
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perfopH if 
gadjfjt 



hm FLEX 
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im not 
found 






X 

twltiply 
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Doug's 

Math 
Aquarium 



MATHEMATICAL TOOLS FOR THE AMIGA 




• View functions as 
3-D wire frames or 
as beautiful color 
lopographics. 

' Analvze function 
outputs the actual 
numerical values of 
x.y.z coordinates 
for any point 

■ Control color values 
viewpoint, scale 
and sampling rate 



Someday the Math Aquarium will be a familiar 
category for computer programs. Put an equation 
into your Math Aquarium and watch it grow into 
a dazzling art-like image. 

A spectacular introduction to the world of 
mathematics, DMA is also an amazing window 
thru which to observe the secrets of "deep 
fnnge" recursive phenomena 

$79.95 cit tfoiir dealer or order direct 

SEVEf>i SEAS SOFTWARE 

I'.O. Box 4 1 1 Port TownsciKl U'A 9ii56H 




NOW AVAILABLE 
NEW CP/M VERSION 



THE BIG BLUE READER: 

— Loads in 3Q seconds. 

— is easy to ose. 

— Features Standard ASCII to Com- 
modore or PET ASCII iranstation. 
and vice versa. 

— Witfi ASCII Iransfation. transfers 
MS-DOS files to Commodore for- 
mat at 12,000 bytes per minuie, 
and transfers ComrT>odore files lo 
fulS-DOS lormai at 20.000 bytes 
per minute 

— Includes MS. DOS backup and 
MS-DOS rtisK-tormatting pro- 
grams 

— Displays on 60- or 40-coiumn 
screen, in color or monocfirome. 

— Can be userJ with one or tw> disk 
drives. 

— Features printer outpui 

— Error-checking includes: 

• correct dlsl< 

• tull disk 

• proper file name 

-- CP/M version available as 
upgrade to current users 

The Big Blue Reader CP/M is S44.9S (includes all standard Big Blue Reader 
leatufos) Standard Bis Blue Reader is $3t.95 All prices U.S currency and 
include shipping and handling. No credit card orders, please California 
residents add $2.90 for The Big Blue Reader CP/M or S2.05 for standard Big 
Blue Reader, slate sales lax. CP/W version available as upgrade to current 
users lor S16 plus your Big Blue Reader disk. Send check or money order 
and all inquiries to: 

S.OG.W.A.P Software. Inc. 

611 Boccaccio Avenue, Venice. CA 90291 

Telephone: (213) 8e2-ll3a 



COMING SOON: THE LITTLE BLUE READER 
FOR USERS OF THE C-64 



WANT TO READ 

FROM AND WRITE 

TO IBM-COMPATIBLE 

FILES? 

II you Have a Commodore 128"" and 
1571^'^ disk dnve, you can read Iroin 
and wfile la MS-DOS dies using THE 
Bl{7 BLUE REAOERI New from 
SOG W.A P Soltware, Inc . the pro- 
gram allows users lo transfer files 
generated on most IBM-compaltWe 
sollware lo Commodore DOS liies, 
and vice versa Now THE BIG BLUE 
READER CP/M gives you all the 
standard leatures of THE SIG BLUE 
READER plus CP^M read and write 
capability' 
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64c s-i 29^= 

128 M89^s" 

128D S44995 

C64 . .(REFURBISHEDI . *99 



.(REFURBISHEDl 

'package pricing 



2002A 



SCALL 





LOWER! $CALL| 



1901 (mQnochromBl,...S99 

1802c $18995 

1 902A $23995 



0KIMA1E20 ..S12000 

1351 ^39^^ 

Plugs, Print $CALL 

Roland ^^ ,, 

Plotters ^Call 

1764 RAM ... S12595 



^tmr^ PRINTERS 



I < r q w I c « 




^r ^ 1 9Q95 ^t ^ -I 4.Q 95 

NP-10 NX10 '"^ ^ 

NB2415 * NR15 « LASERS » SCALlT] 




KT ~ cnxa 



NL-10 



r *229®^ 



INCLUDES INTERFACE 



NX-15 



'WITH PURCHASE OF TWO RIBBOWS ) 



SPECIAL USER GROUP PROMO'S .... $CALL 



±1 





mUGA 



500, 



$Cal 



SPECIAL PROMO 



2000 ...$Call 

LAST CHANCE 

A1000 S550 
A100OR. S500 



'Heturtii^ifC Hy Ccn'"-*'!-'' 



GENLOCK , $220" 



IBaOMQDEM. 8120™ 



□IGIVIEW 



SIDECAR 



M20" 



S700<» 



IOIOdrive *200°° 
40 MEG . , . *900°° 



2 MEG S34995 

20 MEG 5649^ = 



256< 



SBOOO 



MARAUDER II 



S24 



1 MEG ,*;'I1" . »28O0P 



AUTHORIZED AMIGA SALES i SERVICE 

G064 EMULATOR *9995 



^t commodore 

IBM COMPATIBLE 



•512K 

• 360K Dual 

Sided Drive 

• CGA Board 

• One year warranty 

• Parallel Port 

• Serial Port 

• GW BASIC 

• DOS 3.2 




FREE 



PCI 0-1 

$ A ^A 95 



2 79^5 r474 



PRICES 
MAY BE 
LOWER! 



SCALL 



SIDEKICK 
BY BORLAND 

PCI 0-2 



DUAL 
DRIVE 
640K 



574 



20 MEG...S29995 Soaaataw/conliollet 30 MEG. . 3499"' 



800-433-7756 



ORDERS 
ONLY 
CUSTOMER SERVICE 3134270267 ". 

IN MICH. 3T3-427-7713 
Mondty Ihru Fndi» - 10:00 *.M. id 8 00 P M 
Silurdir ~ 10:00 A.M. 1o 6:00 P.M. lE.S.T. 



SCHOOL P.O.'S ACCEPTED CALL FOR TERMS 



MF 
0-6 




■Wa9B 



MICROCOMPUTER SERVICES 



DEALER INQUIREES IWITEO 



No Suicdarotf* MCWSAjOISCOVEH Sorry no walk innallt 

AH lelurns musl hawe rtA« Merchandise Iwjnd aefeclive will t* repaifed v leD'iceti We flo vc\ 
otiH lelunOs rof dttjcms pMucls a lor pralucls Ihal do nol petlam salisfaclorily We mak! no 
guarantees lof product performancfi Any rnoney back guaranlee must be handled difeclly Willi trve 
mjnulaclurei Can IM snippinj i, hjndlino into Prccs suDiecl 10 clunge willnjl nolict 
12864 FAftMINGION ROAD. LIVONIA. MMBI50 We canixit gijirantK comojtit:ilily 




WAREHOUSE CLEARANCE SALE! 
MANY ITEM S B ELOW COST! 

^SEIKOSHA 

SP180VC 
1$ 12995* 




i W/2 RIBBON PURCHASE^ 



KX-P1092i 



240 
C.P.S. 



«279 



96' 



KX-P1592 



180 
C.P.S. 



^379 




SP1000VC 



SI3995 



ALPS ALQ200 
24PIN/COLOR 

240 C P.S. DRAFT $399^5 

lYR WARRANTY 

80 CPS. LQ. 

EPSOM/ISM 

COMPATIBLE 



fAvatex 




1200 Baud... 57995- 
1200 Internal... S9995 

1200 H.C S9995* 

2400 Baud. ..^1 9995* 

'w/cable purchase 



DISKS £» ACCESS. 



3V2 DS/DD (30 w, 


$1.30 


3V2 SS/DDi30wi 


$1.CX) 


MOUSE PAD 


S6 


CASIO CZ101 .. ,. 


$250 





COMMODORE 




5'. Disne 


!e 


.25e 
(100) 


Includes 


Tyvek Sleeves 5 label kit | 



3'/! DISK CASE 130) 


$8 


5V4 DISK CASE (751 


$8 


DISK HEAD CLEANERS 


$8 


1750 RAM 


$CALL 



SPECIALS 

Pfinier Cable For GEOS ,, $19.95 

I Canon Color Ink S299.95 

Joy Sticks from S5 

Pfinle/ Mulfler $49.95 

CLOSEOUT 

Computers • Monitors • Printers 

1-of-a-kind5 • Discontinued • Far Below Cost 

SCALL 



FSD-2 

Quieter 
Cooler 
• 1 yrWarr| 
s 14995' 




Qz commodore 

Educator 64 




Complete If 

COrnmOdore Cofnp.Hitrle 



^E commodore 



Hard Drives 

9060 

E450* 




XETEC/I.C.T. CALL 



^Z commodore 
SFD 1001 (1 Meg) 

$-|jg95 

4040 ...SCALL 
8250 S CALL* 




^E commodore 

160 C.P.S. 

Printer 

with PC 

Interface 

M50r= 

"Con-piali'ly ReTtjiEisneC 




AMIGA NEW GE™T"' 



RELEASES 



Fman Fo'insjia 
Faery late AjJ/ 



S 15 Gi2rTx::?C 

S 30 V'M W-h- 
S JO Cjiiigfache: 



% ■s? Deiuie Prmj ii 
S 60 Suigeon 



S iS Earl Vieavei B^mm 

S^Ju LDunge Lizards 

S 2' l^itimaiv 

S 3'6 VKjeov^De j{; 



Baid s Tale 
Crtessmaslef 2000 
Woftd Tour GoU 
Wafo'e Madness 
Peqa^us 

M Jitter Party 
Ogre 

Ullimi JV 
Bard s TaJ« H 
Aulo Dud 
Scribble 
A/nenca s Cup 

Aftic Few 

Manyriiles 

Amnesia 

BiSmark 
Cnuck Yeagp 
Tobfuk 
Pap«[Cii[>iii 
QjltageouS Pa&es 
Cfue Books 



'\ 



SZ4aD 

S24 0() 

IBQO 

IB 00 

lew 

2400 
21.00 
24.00 
36 00 
24 00 
30.00 
21.00 
2100 
24.00 
9 00 
;;4D0 
2100 
2100 
2100 
3000 
3000 
SCALl 



MItJDSCAPE 

E)9l«xier c* Bb Cmm NEW JJl 00 

Bop and Wrestle 18.00 

Silptr S* Hocksy .MEW 21.00 

ttgh BoKw 180O 

InSw Sport! 19.00 

InNimor IS-W 

PBf«l« I'JJ 

UrKjium 1w.W 

Luscner Hfniile 1B.W 



HwlBall. 

A[>olia 
Test Drive 
Ace 01 iMS 
Comics 



nBeticfiley 



SptatI $17.W 

SC4L1. 
SC4LL 

leoo 
leoo 



GEOSfwitpak 1 '8.00 

GEOS Desk Fw* 2100 

Wrttsf Wbrk StBp 3000 

(^a^i 24.00 

SocSi NEW24.W 

GeopuBlish 3500 

GeoDfctjommei SCmIV 



Abacus 



GEOS In dnnOuliJi;"' 
Base 126 

BJS« 64 

Caupjlt 128 

CtOpak tA 

Cntl^ik 126 

Oiirtpak 61 

CoUofS* 

Cctxi< 128 

Super C Ccmpilei 64/128 

Super Pisai 



9 00 
UGOC 
24 00 
36 00 
24.00 
24 00 
24.00 
24.00 
36.00 
36.00 
36 W 



Super Pack 64 SpeoaJ t36,00 

Supw Pack 128 <5 00 

Pockel Wmof aiFiler/PlanrMr EACH 36.00 

Super Pack 2 (128) 6000 

Poekol Wntar ISe/FilefrPmnner EACH 30.00 

Pocte! WnlK Straer/Plarmer EACH 24.00 

AClMsiOH 

Portal «4.00 

Trunk: IBOO 

Lalxyntli , 2100 

AJIera . 2100 

Lasi Nin.d SChU 

Hacker li . ?i M 

too Fuel Elim S<^*l.l 

GwH MikBf J4.00 

Musk Slurk) 18.00 

r.^.nil- '.'dPS'Cn SCALL 

SI'KINGBOARD 



Ceffllkate Maker 
Newsrwf^ 
aip Art I 
Chp An2 



S(»cial S28.00 

UDOO 

1800 

24 00 



F«tr?eBt>?d 

Kjiighl Oik NEW K4.00 

CotoMUS IV 21.00 

Gold?'- "31" SC*U 

Frank* Goe» Holy H.(B 

PBwn W.0O 

Tiftmg Taacfw 24 00 

GuikI of Thieves NEW 24 00 



An G^ler) 
An Guieiy 2 
Print Master 



S'joeibasE I J6 
Si^cerDase fc^ 
Superjcnpl 121 
SuKrstnpl U 
VisasUr 64 
Visawrile 128 
VicrgliiAVP' 



Card wrarB 
Hean ware 
F^ ware 
V^bie Mth ait 



UNISON WORLD 



SCiu 
S 30 
S 36 
5120 



PfJFCISJON 



Hi TECH 



BrrjdefbundSoftuore 



Pnnisnop 

Graphics Lib EA 
Carmer Sandiego 
Kafaleka 
Prnl shop comp 



SpoDi J2S00 
15.00 
21.00 
[8.00 
2100 



TvneujcRics 



Data Ugr 128 
Swflcak: 128 
WxrtmHsr 3 
All tTusirw&s titles 
PerniH S4 

Partner 12S 

Sytyia Pwleis . . . 



J36 0O 
3600 
3000 
3600 
36.00 
t2.X 
3600 
SCi.. 



ALL SOFTWARE AI 
LEAST 40% OFF 



S16 00 
1600 
2100 



550 00 
4000 
4000 
40 00 
SCALL 
SCALL 
SCALL 



S600 
6.00 
6.00 
900 



MicroProse 

Gunship Special ttO 00 

F-IS 2100 

Proiect SlHim f ignler NEW 24 00 

AirtxjTO Ranger NEW 24 OO 

Snent Senics 2400 

Pirates NEW24.0O 

Top Ginw 16 OO 



fail Master II 64 
Fwil Maaar 128 



UOOO 
36 OO 



Mod L Basenall 
(>eneral Mgr 
Slil Osk 
96 Tean- CtA 



S^L 



GemstorK Heater 
Qeny^uiig 
Kamprgruppc 
Ptijniaw 7 
Ring ijl Zeili/1 
RoU fix 2000 
Shard ot Spring 
Wiia/a s Crown 

^pyx 

FastLoad 

Bad Warfiof 

Street SpDfts ■ Basetiaii BaskelQ^il 



World Karate Cliamc 

Summer Games I 

Sum' Cycle 

World Games 

Foctball Sc 

t^uiti-Pian 

Winler Games 

Svb Battle 

Caiiio'nia Games 

Ettielor 

Boulder Oasn Construcl'Cn 

Spy VS Spy 111 



Special 
Special 



Special 



S24 00 
24 00 
16X 
12W 



jteoo 

36 00 
36.00 
2400 
24.00 
24ID 
24.00 
24 00 



SceciM t22.50 

si;ALt 

24 00 
1500 
2000 
24 00 
24 00 
20 00 
24 00 
2000 
NEW 24 00 
24 00 
SCALL 
SCALL 
SCALL 



LDGIC 



Fl^lit Sim II Speoat (29.60 

Scenery Disk 12.00 

M 3O.0O 

FdoUmJ 24.00 

BssePall 30.00 

^ACCESS 

MACr+l 28 ■■* """""'.°.'"""': ».» 

Leadertoard 24.00 

-..,.-.1,- 2 7 00 

VWorid Class leedeitiaanl SpKM 22.60 

lOlh Frame 24.00 

Eiec Toimamenl 12.00 

Toumanwnt 1 12,00 

Tnple Ps* 12.00 

FiTOua Cajrat 12.00 



[NEW SOFTWARE/BOOKS ARRIVING DAILY SCALLi 



Gallery continued from p. 21 
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AMNESIA 
Electronic Arts 
1820 Gateway Drive 
San Mateo, CA 94404 
415-571-7171 

Sci-fi writer Thomas Disch's debut in 
the adventure game genre. You wake up 
in a New York hotel, naked and memory- 
less. (Does this sound vaguely like 
Mindshadow']) The adventure is huge, on 
four sides of two disks and covers a 
prodigious amount of Manhattan, for 
which a street map is included for non- 
Gothamites. The manual, blessedly, 
contains semi-encoded hints for those 
times you're really stuck. The parser is 
pretty decent, and a full list of words it 
understands is provided - a useful touch. 
Nothing new here, but an interestma 
entertainment nonetheless. -TM 



[Q^D^j-IIai] 



i<i<ici< 



i^ 



GUILD OF THIEVES 
Firebird 
PO Box 49 
Ramsey, NJ 07446 
201-444-5700 

Even more outrageous British humor 
enlivens this sequel to The Pawn. (Read 
the manual for some guffaws.) The game 
is a text adventure with nicely-done 
graphic screens, including a cameo mode 
which shows A tiny version of the 
graphic. You are an apprentice thief 
who's required to steal all the valuables 
from a castle and its environs in order to 
be admitted to the Guild. Editing 
functions for the command line are a 
most welcome touch and the parser is 
one of the better ones on the market. 
Clues are provided in coded form. A 
winner for text adventure enthusiasts. -TM 



QJl?©-?lM] 



A X /V 



FELLOWSHIP OF THE RING 
Addison Wesley 
Jacob Way 
Reading, MA 01867 
617-944-3700 

As an adventure, it's fun to take charge 
of the famous quest to destroy the Ring 
of Power before it falls into Sauron's 
hands, but this ponderously 

unimaginative adaptation of J.R.R. 
Tolkien's classic fantasy leaves me pretty 
cold. You have your choice of being 
Frodo, Sam, Merry, or Pippin. Graphic 
screens are attached to some parts of the 
game, but they are decidedly inferior to 
those in 'The Hobbit'. The parser is very 
slow, making for far too long, a wait for 
your next move. The packaging is first 
rate, and includes a copy of the book — 
I'd rather read it than play the game. -TM 
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THE DUNGEON 

DataSoft 

19808 Nordhoff Place 

Chattsworth CA 913H 

818-886-5922 

This is the second in DataSoft's Alternate 
Reality series. The title seauences are 
very well-done. Unfortunately, the rest 
of this adventure settles into the familiar 
small-static-window 3D maze thing we 
are all too familiar with. Worse, combat 
takes the form of selecting an action 
with the number keys and having the 
text tell you "You miss, he hits for 3 
points, etc." It's too bad the imagination 
didn't extend further into the 
presentation of this game, because it 
does have lots of depth, with many 
monsters, weapons, spells, and other 
good adventure stuff. MB 



UilFlD-jijiJai] 



i<i<i< 



GAUNTLET 

Mindscape 

3444 Dundee Road 

Northbrook, IL 60062 

312-480-7667 

This translation of the Atari coin-op 
classic features all the gameplay of the 
original, but lacks the color. The display 
is nearly monochromej with only small 
bits of color to remind you that it's not 
just b&w. It could also use some kind of 
key to tell you what all the screen 
symbols for food, potions etc., are. Play 
is fast, and there are lots of creepy 
monsters, treasures, and dungeon levels. 
Gauntlet also features a cooperative two- 
player mode that lets a second player 
join you at any time during gameplay. 
Gauntlet fans won't be disappointed, 
others may not like it as well. MB 
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THE ETERNAL DAGGER 

SSI 

1046 N. Rengatorff 

Mountain View CA 94043 

415-964-1353 ,^^^______.g,^ 

This is the sequel to SSI's The Wizard's 
Crown, and if you liked that one you 
will like this one. SSI specializes in these 
highly-detailed fantasy role-playing 
games, and all of their titles in this vein 
are for dedicated traditional fantasy role- 
playing types only. The detail involved 
will quickly swamp anyone who is not 
already firmly entrenched in the genre. 
Beyond that, there is nothing new here, 
and the lone disk accesses and blocky 
screen graphics give away its Apple 
heritage. If you are a fantasy gamer, you 
will not be disappointed. All others, stay 
away. mB 
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Hotel Room 

dollar bill, both of which you take. 

To pass the tine the hotel offers a 
television, filso, a Cideon Bible, ft 
ballpoint pen has been placed near the 
phone. 

To the left of the dresser is a . 
CoMhOdore 64 conputer on its own netal 
cart. Vou do a slow double-take. Have 
coMputers becoHe standard equipnent for 
hotel rooMS in the sane way that TUs 
are? 

Ho, there's a decal on the side of 
the Monitor declaring that the coMputer 
IS the property not of the hotel but of 
the User-Friendly CoHputer Store. 
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CALIFORNIA GAMES 

Epyx 

600 Galveston Drive 
Redwood City, CA 94063 
(415) 366-0606 

Is it just me, or does anyone else see a 
theme developing at Epyx? World, 
Winter, Summer, and now California 
Games (I fully expect to see Yuppie 
Games, Prison Games, and Galactic 
Games before we see the end of it!) 
Good clean healthy fun-in-the-sun, with 
typically well-done Epyx renditions of 
surfing, BMX biking, roller-skating, 
skate-boarding, foot-bagging, and 
Frisbee-ing. This disk convinces me 
that there is probably nothing 
recreational that can't eventually be 
simulated succesfuUy on a personal 
computer. BD 
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BRIAN BLOODAXE 

Mindscape 

3444 Dundee Road 

Northbrook, IL 60O62 

(312) 480-7667 
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And this disk convinces me that you 
can't make generalizations about 
software companies or programmers' 
nationalities. The combination of 
"Mindscape" and "British Software" 
would normally cause me to 
enthusiastically free-associate, "great 
game!", but this threesome of British 
rejects should have been denied entry at 
customs! Gaudy graphics, frenzied 
action, and unresponsive control 
interfaces add up to a big flop in this 
reviewer's book, BD 
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PRESIDENT ELECT 

SSI 

1046 N. Rengstorff 

Mountain View CA 94043 

415-964-1353 

Pit historical political candidates against 
each other in a race for the presidency 
in any election year from 1960 to 1988. 
You or the computer manage their 
campaigns, which turns out_ to be a very 
tough job! If you are looking for glitzy 
graphics you'll have to look elsewhere, 
and you have to live with the game 
author's built-in evaluation of each 
candidate's charisma, speaking ability, 
etc., but each run-through is engrossing. 
A must for school government classes, 
and a good example of computers 
simulatiing reality. And it's written in 
listable, unprotected BASIC! MB 
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INTRIGUE 
Kinemation 
Four Winds Road 
Peterborough NH 03458 
603-914-6720 

This game is. ..well, intriguing. It's in 
black and white, which somehow just 
contributes to the mood. It features 
digitized pictures of suspects, which is 
also an unusual touch. The user interface 
is joystick-based and fully satisfying. 
Even the copy protection is unobtrusive, 
presented as looking up the 'combination 
to a safe' in the rulebook. If you don't 
open the safe, it lets you play until you 
run out of pocket money, so you get a 
sample of what you're missing! The 
authors claim 2000 separate mysteries in 
this game, and if that's true you are 
getting a lot for your money. Unique. MB 
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STRIP POKER (C64) 

Artworx 

1844 Penfield Rd. 

Penfield, NY 14526 

(716) 385-6120 

Here's the companion product for all of 
you who felt left out or discriminated 
against by the female strip-poker entry 
on page 16/17. Actually, both 64 and 
Amiga versions come with 2 ladies 
standard; dudes and additional babes are 
available on auxiliary disks. I think the 
male disk needs more work, as the ladies 
here at INFO found the included stud- 
muffins singularly unattractive- "...is 
that hair on his chest, or an alien chest- 
burster trying to get out?" And yes, for 
those of you old enough to win a poker 
game, these guys are "anatomically 
correct" under those lo-risers. BD 
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TELEGAMES 1: 
THE CLASSICS 
SicS Software 
PC Box 674 
Mexico, MO 65265 

Telegames is a series of 3 disks (so far) 
of two-player games which can be 
played via modem. The first disk 
contains computer chess, checkers, and 
backgammon, and each is as good as the 
best public domain versions. The 
computer doesn't mediate the games; it 
rnerely presents the board and displays 
the moves. It's up to you to stay legal. 
The single shared input line also serves 
as a limited 'chat mode'. Unfortunately, 
input is easily garbled by overtyping one 
another. A good idea, and fun if you're 
careful. We hope to see it more polished 
in future editions. MB 



<iA*^iiAd 



94 




=0 



[lJ^?I>Mi3j] 



i<ici< 



STAR MAZE 
Sir-tech Software 
PO Box 245 
Ogdensburg, NY 13669 
(315) 393-6633 

This is a scrolling maze game with a 
cute little spaceship you bounce off the 
walls. It's a recent translation of an 
Apple classic, and it has a sort of 
ancient look to it. (The "Copyright 1982" 
pretty well tells the whole story.) It is 
still kind of fun, with opponents that 
sometimes 'hatch into other objects 
when hit, and the nhvsics is fun, too. 
Your ship has the 'floating_ in space' feel 
of the spaceship in Asteroids. If you get 
it for Christmas, you could have done 
worse, but you don't need to go out of 
your wav to buy it for yourself. There's 
plenty of competition that's better. MB 
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SANXION 
Electronic Arts 
1820 Gateway Drive 
San Mateo, CA 94404 
(415) 571-7171 

This and Delta Patrol are two British 
imports by the same company (and the 
same author, too: Stavros Fasoulas). The 
look is Brit, with lots of shaded 3D 
graphics, and the music is what we've 
come to expect from England, too: 
frantic and extremely good. The 
gameplay is standard arcade snoot-or-be- 
shot stuff, with the added twist of a 
split-screen display that shows 
simultaneous side and"^ top views of your 
ship and those of your adversaries. All 
in all, if you're going to blast waves of 
alien spacecraft, it might as well be this 
pretty. MB 
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COMMANDO 
Data East 
470 Needles Drive 
San Jose, CA 95112 

(408) 286-7074 ^■■ n i. iTi n ,M .ii .. » ... r. .. 

Commando is a translation of Data East's 
coin-op arcade game of the same name, 
which 1 admit f haven't seen. It stars a 
Rambo-like supersoldier who shoots his 
way past hundreds of enemy troops to 
destroy an enemy citadel. The graphics 
are good, and the action is involving. 
The characters are nicelv animated, too, 
with a cartoon look. Of course, there's 
little to this game except dodging the 
enemy's fire and blasting as many of 
'them as you can in the process, but if 
you're a fan of these kinds of games, 
there's lots of action here. Commando 
won't disappoint you, MB 
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DELTA PATROL 

Electronic Arts 
1820 Gateway Drive 
San Mateo, CA 94404 
(415) 571-7171 

One of the nicest-looking space shoot- 
em-ups I've seen. Delta Patrol features a 
3D-look spinning spaceship and lots of 
colorful animated adversaries. It has that 
'British look' we've come to expect from 
recent English imports: 3D shading, fast 
animation, and excellent music and 
sound effects. Play is smooth and 
satisfying, and your enemies come ^ in 
some interesting guises. There's nothing 
very new in the premise of this game, 
but Delta Patrol looks great and plays 
well. And as part of EA s new budget- 
priced Amazing Software line, it's a 
good value. MB 
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PAPERBOY 

Mindscape 

3444 Dundee Road 

Northbrook, IL 60062 

312-480-7667 

This and Gauntlet are the first two Atari 
arcade translations from Mindscape (see 
News & Views). This is a good 
adaptation of the coin-op game with 
smooth scrolling 3D graphics and 
excellent music. The problem is that 
Paperboy itself is just not much of a 
garne. You avoid bullies, dogs, and 
traffic, and toss papers into your 
customers' yards. One problem; the way 
the screens are laid out makes it almost 
impossible to tell when there's an 
oncoming car. The game lacks any depth 
at all. A good job, but it just wasn't that 
good a game to start with. MB 
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BAZOOKA BILL 
Spinnaker Software 
One Kendall Sq. 
Cambridge, MA 02139 
(817) 494-1200 

This game is pretty, with good cartoon 
graphics and nice music, but the 
gameplay left me spinning in circles. 
The liner notes say a relentless stream 
of enemy soldiers, tanks, trucks, and 
aircraft", and they ain't kidding. Bill 
moves more slowly than his adversaries, 
so you are left with no alternative but to 
punch, impale, blast, braise, and blow 
up the steady stream of enemies--if vou 
can keep up. The box also promises 200 
screens of mappable territory, but I've 
been just too busy fighting to notice! If 
you find most games slow, give Bill a 
look. MB 
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FORMS IN FLIGHT 

3D DRAWING AND ANIMATION 



FOR AMIGA 





NOT COPY PROTECTED 
REQUIRES 1MB RAM 



FEATURES : 

■LIBRARY OBJECTS 
-SURFACE OF REVOLUTION 
-RED'SLUE STEREO IMAGES 
-PLOTTER SUPPORT (HP-GL) 
-DYNAMIC MEMORY ALLOCATION 
-EFFICIENT HIDDEM UNE REMOVAL 
-UNATTENDED FRAME GENERATION 
-SURFACE EXTRUSIONS, ANY ANGLE 
-INTERCHANGEABLE 2D/3D DRAWING 
-INDEPENDANT OBJECT MODIFICATION 
-SPLINES, POLYGONS,FHEE-KAND,SNAP 
-COMPLEX OBJECT NESTING AND MOTION 
■PARTIAL OBJECT RENDERING CAPABILITY 
■COPY(MIRROR,FROMn'0,ROTATION,DYNAMiC) 
■VARIABLE SHADING 
(MANY SOURCES, NO SHADOWS) 
-DYNAMIC OBSERVER MOVEMENT AND 
PERSPECTIVE CONTROL (ROTATE,PAN,ROLL, 
MAGNIFY.MOVE INyOUT.MOVABLE LOOK POINT) 
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Suite 320B 

261 Hamilton Av. 

Palo Alto, CA 94301 

(415)327-9107 




Rev 1.1 Available NOW I 

INCLUDES: 
"FAST FLIGHT' player program 

animations can be played 
back in "real time" 

with overscan. 
■ PAL support 
- Numerous new/ object 

creation, editing, and 

display features. 



$79 

{CA residents add sales tax} 




TkEd 

Version 1.31 

Here's what the reviewers said about TxEd VI. 3: 
"What do I like about TxEd? Just about everything. It's fast. 
It's easy to use." - Bruce Webster, BYTE Magazine 
"... a very good editor and an excellent value" 

- Jan & Cliff Kent , Amazing Computing 
TxEd V1.31 is our new European support release. Coming 
this fall. TxEd Plus. All the speed and simplicity that has 
made TxEd the text editor of choice for thousands of Amiga 
owners. Plus POWER! 

TxEd and FastFonts owners — be sure to return your regis- 
tration cards so we can notify you of updates I 



TxEd V1.31 

$39.95 

FastFonts V1.02 

$29.95 

(New Low Price) 

Mass. residents add 57i: 




MICROSMITHSJIMC 

RO. Box 561 

Cambridge, MA 02140 

(617) 354-1224 

BIX: chcath CIS: 74216,21 17 



OVERBYTE COMPUTER SOFTWARE 



P.O.BOX fi2:i02 
LINCOLN, Nl-IJ. 



G85Ul-:^302 
(A02) A77-e773 
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?rQd.*700 StiirlKPrtr<i2 OkMc C<J1<^ Inetallcd In s ImefiBbyr*? sputij) 1300,00 

l"r..rt.<7Ul SLrtrt«,nrij;! tlk> 2« 4 335.00 

F'iud.*702 SLurUiind2 Ok>?«+^-1ul Llf uticL I.jit Hifiulc $'.(J1J.l>U 

Frod.*703 StarlJoardZ 512k?lm i330.CX) 

t"rod.*/U', Stiirboftrrl^ SUV>V..* J380.(X) 

riruJ.I70:^ SLHi-UjHrd2 :i!2>2tti'fHijlLif ui^ct Iqii ^V>du]l» ii,i.S,lV.) 

Proi.nOt, Sx.6Tbaati2 \a>la CIdcb Insttnllcd) 1(398, UO 

PrQd.#7U7 fitnrboflTrt'/ lra>2jn 4^30.00 

Trts-i.t^Gii SLiirtmrifd2 lQ:>2xD+^ulLi£uiicL Lui^ HitJiulf Sii:r9a,OG 

Frod.1709 StarboBrd2 2tt CZniee inscfllled) S',95.00 

Prod, 1710 Si;ortM)ar<12 2n4Mult If unction ttodwle Si77.UO 

,frftd.#711 Stnrb<Mird2 2H-f+1ultirg>icr. loji*6SeBl Cj^ clii p+ par Ity ik^m J919.f>tl 

|Prod./712 Upper Deck Ok>lni-addo Znd i?c:e ot riUD Co any Icbce abl S 80,00 

Prod. #713 Upper Deck la>lm"ndds 2nd sneg ot Tf,m co »iny Itrwf, s,|.2 5230. LNJ 

Frt,d.i7U MuUlfuJicLloii Kodul^ tor SCHll-uurO $ QO.OO 

i^roA.iJlIt MulLlClnction Modulo 4M6aB61 floficlTig mgrh point 4339.00 

l'rod.#71b wiiiftHHi flojitlrrE point; ovith cKlp S2*.UJ>II 

Pcod.l7l7 A300 SLnndnrd 512k uxpantlon/c lock S130.00 
Prod.*7ia f!a3-Drlve20 parallel interface ZC^cq SCSI iiaij, diak JHSO.OO 

Prod. 1719 Si:«rUo^fi2 SCSI Hard Disk Interfyc? J109.9D 

Pirod.ir720 6fl0lQ cpu S 35 DO 

' USES GROUP SPECIAL-™ Quantity ardora of ^0 or noro - 

PToA.sym STUr baa 1-62 2n SifiO.CIO 

Prod.*71l Stflrbonrd2 2n!+raultlf unctlon46aaSlf p chlpjparity rsifi $819.00 

Frod.iTTlS K.i5-Drlv<i20 ect i\-2^>, i.W 



I'rtjd.ieOO DiHlvlt'K 

I'roj.iaoi Diatpoint 

I'rQd„»UUt CQpynlnnd 
id./a03 notorlied 



S16J.00 Prod.ieOi wd 1-410 iikv<l l^na i2jj.00 

i 45. OO Prod.#B05 «d KIO vorlablp lens S2B0.O0 

J blAKi Prod.^HlWi Vrtyo /.l)I)0-2 vnr li?n* S-.'?iJKI 
t:olor vhe«L } 66.00 



MichlgHH Sortware 
ad. 1810 Imeg plus clock 10 year boctcry fits InsldB the AfllRa 



Prod. 1620 ZocR 
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Circuit Cad by Saftclrcu 
S 59.00 
S175.0O 
$430.00 



KlckstarL KiloiliinLof by C H I ^ 
hjJ.ISjO kitVatuit ellini(i«l.ur J119.00 
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i'.O. Bo, S2302. Lincoln, Neb. 6Bi01-2302 nil ord^r/arc ,ui,jr<:t i„ 
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*ENDS WRIST FATIGUEt 
*IMPROVES TVPING SPEED* 
K IMPROVES ACCURACY* 
»ADDS CLASS TO YOUR 64 t 
*BRONSE-SMOKE ACRYLICt 
» SLIDE-IN REFERENCE CARDS 

AVAILABLE FOR MANY POPULAR 
» INCLUDES 3 STARTER CARDS! 
»ADDITIONAL CARDS FREE IN 

REGULAR ISSUES OF INFO! 
"PATENT PENDING 



PRODUCTS* 



WSS^ 




W0R1"PR0 III 

GEMINI-IB CODES 

BASIC 2.9 

DOODLE 

LOGO 

SUPERB ASE 64 

EASY SCRIPT 

PAPERCLIP (A) 

PAPERCLIP <B) 

COMAL e.l4 

FLIGHT SIMULATOR II 

F-15 STRIKE EAGLE 



^...fiTHMnr ^^lifmCilie. II 
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COMPUSERVE GUIDE 
SPEEDSCRIPT 3.8 
8519 PROWRITER CODES 
CP/H PLUS 
BASIC 7.8 (A> 
BASIC 7.8 (B) 
INFOCOM ADVENTURES 
ULTIMA III 
COMMODORE DOS 
AMIGADOS 
ELITE 
VIZAWRITE 



PLEASE SEND HE 



NflME_ 
RDDRESS. 



City/ST/ZIP. 



ERGzBOARDS esi7.i5 ea 
CARD-SETS Cftl) <? ^5.15 ea 
CARD-SETS m) ^ *5.i5 ea 



TOTAL 



ALLOW 3-7 
WEEKS FOR 
DELIVERY. 



SEND CHECK_OR_M^^TOj 

INFO 

PO BOX 2300 

Iowa City, lA S2244 



-STOP!- NO NEED TO CUT THIS COUPON!- USE HANDY ORDER FORM/ENVELOPE. 
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SEND ME ISSUES: 

Di 03 n& ■ 

09 □ 10 nil ni2 
Di3 □ 14 ni5 Die 




SEND CHECK OR MONEJ' ORDER (U.S.) 



Name: 



us U.S. (U.S.) 



State: 



Zip: 



-STOP!- NO NEED TO CUT THIS COUPON!- USE HANDY ORDER FORM/ENVELOPE.- 
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IN CASE YOU MISSED IT.... 

THE 
COMMODORE 
& AMIGA 
USER'S 



A FAT 160 PAGES 

ONLY $5-=» 

(WHILE SUPPUES LAST!!!) 




Over 2000 Products 
Listed for the: 
Commodore 64, 
Commodore 128, & 
Amiga computersfM 
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1PUTER 




V mil 




Orders 1-800-22] 
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Only 1-800-843-3485A2 ^^ 


1 BEST 


^MJSnGA-. 




"^l^' y-^02.25,.A9A3 M 




Telex #9102500291 
Easy Link #6203221 2 




GAMES 


EDUCATION 


PRODUCTIVITY PROGRAMMING III 




Adventure Conslrjction Set 


$13 


DecJrnai Djngeons 


$32 


1.2 Ennancer 


$10 


A;C Basic Ca:l 




Alien Fires 


S26 


Discovery Ma^^ 


i!l 


2 - 2 Home Manaoemeni 


$64 


AJCForlran $-95 




ArazoksTomb 


Ki 


Discovery Spell 


$21 


Anal^;eV5 2.0 


$97 


APL 68000 $255 




Arcnon 


J13 


Discovery Trivia 


$24 


Acoui&ition 


$191 


Digital Link S55 




Archon II Adept 


S13 


Donalfl Ducks PlaygrouniJ 


$16 


BBS PC 


$62 


Disk 2 Disk $36 




Arcttc Fox 


S26 


Fraction Action 


$32 


STS 


Call 


Diskwik $36 




Arena 


S24 


First Shapes 


$33 


BEST. Accounting 


$306 


Dos-2-Dos $41 




Aulodjel 


S32 


Galileo 


Call 


CLI Mate 


$26 


Fortran $195 




Balance of Power 


$32 


Geomelry Motion Piclure 


$14 


Custom Screens 


$51 


GrabDit $23 




Bard's Tale 


S32 


Grade Hanagei 


$57 


D Buddy 


Call 


Lattice C" Compiler V3 1 $165 




Black Cauldron 


SJ9 


Great Stales 


$26 


Oiga 


$51 


Lisp $139 




Brataccufi 


i30 


Intellilype 


$32 


Digital Link 


$55 


Macro Assembler $70 




Bridge 5.0 


$21 


Kid Talk 


$35 


Dynamic Word 


Call 


Mam ■■C'(Comm)V3.4 $330 




California Games 


Call 


Kmoeiama 


$32 


FACC 


$23 


Manj "C ■■(Dov)V3.4 1203 




C^amp Basebatj 


Call 


LinkwordLanguaaes 


Call 


Financial Cookbook 


$13 


Mann -C'lProl) $169 




CHampBasKeipali2on2 


J29 


Lime Compuiet People 


$32 


FNpSide 


$39 


Marauder II $24 




CnamipGFL Football 


Call 


Mad Libs 


$13 


Flow 


$74 


Metascope Debugger $34 




Champ GoH Volume 1 


$36 


Math Talk 


$35 


Gizmo il 


$47 


Mirror $34 




Cfiflsa master 2000 


$29 


Mairi talk Fraclions 


$32 


Goldspell 


S29 


Mirror Hacker Package $34 




Deep Space 


$32 


Ne* Tech Colorihfl Book 


$13 


HomePack 


Call 


Modula II Commercial $220 




Defender 01 the Crown 


$32 


Perfect ScQ^e Sal 


$51 


ISQur 


Call 


Moduia II Developers $112 




DejaVu 


$32 


Oui^am 


$23 


LOQiStiK 


$97 


Module II Editor $3! 




Dr.Xes 


$32 


Read J Rnyme 


$32 


LPD Wnler 


$76 


Modula II Examples $16 




Ear) Weaver Baseball 


$32 


Senior Tutor 


$i5 


MaKiComm 


$32 


WodulallSrid File $32 




Faery Tail Adventure 


$32 


Speller Bee 


$35 


MaxiDesk 


$45 


ModulallKermit $20 




Firepower 


S16 


Talking Coforinfl Book 


$23 


MaxiPlan 


$97 


Modula II Personal $65 




Fliflhl Simulator Jl 


$32 


True Basic Malh Titles 


$36 ea. 


MaKiPlan Plus 


$130 


Pascal $70 




Galactic Invasion 
GatQ 


$16 
Call 


Winme The Pooh 


$16 


Ml Amiga Ledger 
On Line 


$ei 


Shell $49 
System Monitor $32 










$46 




Grand Slam Tennis 
Guild of Thieves 
Gunship 


$32 
$29 
Call 


GRAPHICS 




OfQani;e 
Pageseiler 
Paperclip Ehte 


$63 
$99 


Te«t-Ed $23 
Toolkll $35 
True Basic $96 








Call 




Hacker 
Hacker II 


$23 
$32 


3-D Animations 
Aegis ArtPackd 


$14 
$22 


Phasar 

Professional Text Engine 


$52 
$64 










Halley Projecl 


$29 


Aegis Draw 


$80 


ProWrite 


$80 


BOOKS 




InfloorSpOfls Call 
inlocom Titles %2^'$Z2e& 


Aegis Draw Plus 
Aegis Impact 


$170 
$65 


Publisher 1000 
Ogick Meroe 


$129 
$39 




Advanced Amiga Basic St3 
Amiga Dos Manual 2nd Edition JtS 




Jet 


Call 


AnimaiorUmages 


$99 


Rags to Ricnes/GL 


$139 




Kamplgruppe 


$39 


Award Maker 


Cai 


Shakespeare 


Call 


Amiga Hardware Manual %\Q 




Keyboard Cadet 


$26 


Brush Works 


$19ea 


Scribble 


$63 


Amiga Intuitiian Manual $t@ 




King ol Chicago 


$32 


Caf Tips For Women 


$14 


Softwood FHe II 


$79 


Amiga Programmers HanflDook Ji9 




KingsOuestl. ll.lll 


$32 


Christmas Video 


$14 


Superbase 


$95 


Amiga Programmers HanoDook Voi 2 Ji6 




Land of Legends 


$26 


Cily Desk 


$96 


TaiRef 


$47 


Amiga PTOQrarTnTiersGuifle SiJ 




Leader Board 


$26 


Computer Art Gallery 


$14 


TxEd 


$23 


Amiga Programming Guide Ji'* 




L.B, Tournament (n 


$15 


Deluxe Companion 


$20 


ViP Professional 


$153 


Amiga Rom Kernat A $i7 




Little Computer Peop^e 


$32 


Deluxe Help 


$17 


VizawriiQ 


Call 


Amiga Rom Kernal fi J25 




Lounge Lizard 


$32 


Deluxe t^^aps 


$16 


WordPerlBCt 


Call 


Amiga System Book Si i 




Marble Madness 


$32 


Deluxe Paini 2.0 


$«5 


Zmfli 


$49 


Amiga Users Guide Ji4 
Bards Tale Cluebook S8 




Mastertype 


$26 


Deluxe Paint An Pans»2 


$19 


Zing Keys 


$29 




Mean ^8 


$26 


Deluxe Print 


$65 






Batd sTalellCluebook SB 




Mean ^8 Famous Courses 

Mmdwalker 

OGRE 


$13 
$35 
$26 


Deluxe Video 2.0 

DiQi Paint 

Digi View(Color| 


$84 

$39 

$143 


SOUND & MUSIC 


Becoming An Amiga Artist Si6 
Beginners Guide To The Amiga tl2 
Compute's AmiQa Programmers Guide 512 










One On One 


$13 


Dpainl2.0 


$85 


Deluxe Music 


$65 


Computes Amiga Applications SI 2 




The Pawn 


$32 


Dpalnt Art Parts II 


$19 


Future Sound 


$129 


Compute's Amiga Dos S12 




Phantasie 


Can 


Dpaint Art & Utility Disk 


$19 


Gallery ot Holiday Music 


S14 


Daia Handling Utilities In C S15 




Portal 


$32 


DPnnl An& Utility 


$19 


Ganeryot Songs Hidy Ed 


$14 


Elementary Amiga Basic S1 1 




Qjmtette 


$29 


Dynamic Cad 


Call 


Instant Music 


$32 


Flight Simulator Book $19,95 




Racior 


$27 


EiFX 


$168 


Its Only Rock S, Roil 


$20 


insitJe Amiga Grapnics Si 3 




Reljrn to Atlantis 


Call 


Fast Fonts 


$32 


Music Studio 


$30 


Inside tfie Amiga S17 




Roadwar 2000 


$26 


Forms In Flight 


$51 


Perfect Sound 


$59 


Kids And Tfie Amiga $9 




Rogue 
SDI 


$25 
$31 


Gallery Of Images 
Gratbil 


$U 
$23 


Sonix 


$51 


Lear^nmgC Sl5 
Mastering Amiga Dos Sl2 










Scenery Disk #7 
Scenery Diskftlt 
Seven Cities nlGold 


$ie 

Call 
$13 


Laser Script 
Logic Works 
Paje Setter 


$29 

$64 
$99 


HARDWARE 




Microsoft Basic Proarammmg 5^4 
The Amiga 5''5 
Tne Amiga Handbook 120 










Shadowgate 


$32 

$29 


Paoe Setter Font Sett 
PowerWmdows 


$23 
$59 


256k Ram 
A-Time 


$76 
$49 


UUima IV Cluebook SB 




Sriangnai 










Stient Service 

Sin&ad 

Skyfox 

Saltware Golden Oldies 


$24 
$31 
$13 
$13 


Print Master Art Gallery 1 
Prrni Master Art Gallery II 
Print Master Plus 
Prisnn 


$19 
$19 
$32 
$45 


C-64 Emulator 
Camera WJiensiAIV 1410 
Eas> L 
Ivtidi Device 


Call 
$246 
$395 

$38 


POLICYl S3.00 minimum sfiipping Ail 
prices subject tq ctiange (hopefully down') 
No surcharge lor credit cafOS, Send castner 




Space Quest 
Starfieet 1 


$32 


Pro Video CGI 


$131 


Midi Gold 


$64 


check Of money order lor taster delivery 




$35 


Pro Video Fonts 1 4 2 


$64 


Modem i200fCable(OnlineorDiga 


$199 


Personal checks take two weeks to deaf 




SummerGames 


Call 


Pro Video Font 3 


$32 


Modem 2400 / Cable ( Online or Diga 


$269 

$59 

$7 

$6 

$240 
Call 
Call 
Call 
$64 
$39 


Delactives replaced witfi same item only ■ 




Super Huey 
Surgeon 


$26 
$39 


Scuipl30 
TV Text 


$64 
$65 


t/ou&e 

Mousepaol large 1 
MoLfsepad (small) 
Penmouse Plus 
Printers 
Starboard 2MB 
starboard Muliifunctioi^ 
Time Saver 
Trackball 


no encfianges or refunds COD.. Foreign 
APO. School Purchase Orders Accepted AZ 




Tass Times In Tone Town 

Temple o( Apshai Trilogy 

Tenth Frame 

UUima III 

Ultima IV 

Unint^ited 


$29 
$28 
Call 
$39 
Call 
$32 
$22 
$26 
$26 


VidB05oape30 
Zurna Fonts 1, 2. 3 


$128 
$23 ea. 


residents add 5.5% sales ta* 

Send Maii Orders To: 

COMPUTER aiST 

P.O. Box 48407 






WE ACCEPT: 


^tJT? 






/ '"' X 


■H^H f 




Video Vegas 
Wmler Games 
World Games 

} 




^HatwrtXna] 


VfSA 1 


"-> 


3.5l3rive(10101 
5 25Dri«eW/XFMR 
A 2000 Package 

A-SOO 


$255 
$195 
Call 
Call 


Phoenix, Arizona 8S075 

CALL FOR FREE CATALOG 
1 >J^ 
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AVAILABLE NOW! 

StaiBoand2 

If you've owned your 
Amiga® for a while now, you 
know you definitely need 
more than 512k: of memory. 
You probably need at least 
double that amount... but you 
might need as much as an 
additional two megabytes. 
We want to urge you to use 
StarBoard2 as the solution 
to your memory expansion 
problem -and to some of 
your other Amiga-expansion 
needs as well! 
It's small, but its BIG- 

Since most of you want to expand your 
Amiga's memory without having to also 
expand your computer table, we designed 
StarBoard2 and its two optional 
"daughterboards" to fit into a sleek, 
unobtrusive Amiga-styled case that snugly 
fastens to your computer with two precision- 
machined jackscrews. 

The sculpted steel case of StarBoardl 
measures only 1 .6" wide by 4.3" high by 
10.2" long. You can access the inside of the 
case by removing just two small screws on the 
bottom and pulling it apart. We make 
StarBoard2 easy to get into so that you or 
your dealer car expand it by installing up to 
one megabyte of RAM on the standard 
StarBoard2 or up to two megabytes by 
adding in an Upper Deck. 

This card has decks! 

The basic StarBoard2 starts out as a one 
megabyte memory space with Ok, 512k, or 
one megabyte installed. If you add in an 
optional Upper Deck (which plugs onto the 
Main Board inside the case) you bring 
StarBoard2 up to its full two megabyte 
potential. You can buy your StarBoard2 
with the Upper Deck (populated or 
unpopulated) or buy the Upper Deck later as 
your need for memory grows. 

And you can add other functions to 
StarBoard2 by plugging in its second 
optional deck -the Muhifunction Module! 

StarBoard2 :1unctlons five ! 

If we count Fast Memory as one function, 
the addition of the MultiFunction Module 
brings the total up to five! 
THE CLOCK FUNCTION: 

Whenever you boot your Amiga you have 
to tell it what time it is! Add a MultiFunction 
Module to your StarBoard2 and you can 
hand that tedious task to the battery-backed, 




Auto-Configuring 

Fast RAM 

Zero Wait States 

User Expandable 

from 51 2k to 

2 Megabytes p 

Bus Pass- Through 

MultiFunction 

Option: battery/ 

clock, FPU, 

parity, Sticky- Disk 



real-time clock/calendar. A small piece of 
MicroBotics software in your WorkBench 
Startup-Sequence reads the clock and 
automatically sets the time and date in your 
Amiga. And the battery is included (we 
designed it to use an inexpensive, standard 
AAA battery which will last at least two 
years before needing replacement). 
THE FLOATING POINT FUNCTION: 

If any one aspect most characterizes the 
Amiga it's/a.s; graphics! Most graphic 
routines make heavy use of the Amiga 
Floating Point Library, Replacing this library 
with the one we give you with your 
MultiFunction Module and installing a 
separately purchased Motorola 6888 1 FPU 
chip in the socket provided by the Module 
will speed up these math operations from 5 to 
40 times! And if you write your own software, 
you can directly address this chip for 
increased speed in integer arithmetic 
operations in addition to floating point math, 
THE PARITY CHECKING FUNCTION: 

If you install an additional ninth RAM 
chip for every eight in your StarBoard2. 
then you can enable parity checking. Parity 
checking will alert yoti (with a bus-error 
message) in the event of any data corruption 
in StarBoard2's memory space. So what 
good is it to know that your data's messed up 
if the hardware can't fix it for you? It will 
warn you against saving that data to disk and 
possibly destroying your database or your 
massive spreadsheet. The more memory you 
have in your system the more likely it is, 
statistically, that random errors will occur. 
Parity checking gives you some protection 
from this threat to your data residing in Fast 
RAM. Note thai the Amiga's "chip" RAM 
cannot be parity checked. 
THE IMMORTAL MEMORY DISK 
FUNCTION (STICKY-DISK): 

When you've got a lot of RAM, you can 
make nice big RAM-Disks and speed up your 
Amiga's operations a lot! But there's one bad 
thing about RAM-Disks: they go away when 
you re-boot your machine. Sticky-Disk solves 
that problem for you. It turns all of the 
memory space inside a single StarBoard2 



AMIGA is a registered trademaht of Commodore-Amiga 




MicroBotics, Inc. 

81 1 Alpha Drive, Suite 335, Richardson, Texas 75081 / (214) 437-5330 
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into a Memory Disk thai will survive a 
warm-reboot! When your Amiga attempts to 
grab a StarBoard2 in Sticky-Disk mode, a 
hardware signal prevents the system from 
acquiring the StarBoard2 as FastRAM (and 
thereby erasing your files) -instead it is re- 
recognized as a Memory Disk and its contents 
are preserved intact. If you want to work 
rapidly with large files of data that are being 
constantly updated (such as when developing 
software) you can appreciate the Sticky-Disk! 

Fast RAM -no waiting! 

StarBoard2 is a totally engineered 
product. It is a ZERO WAIT-STATE design, 
auto-configuring under AmigaDOS 1.2 as 
Fast RAM, Since AmigaDOS 1.1 doesn't 
support autoconfiguration, we also give you 
the software to configure memory in 1.1. 

Any applications software which "looks" 
for Fast RAM will "find" StarBoard2. And 
you'll find that your applications run more 
efficiently due to StarBoard2 on the bus. 

A passing bus? Indeed ! 

What good is an Expansion Bus if it hits a 
dead end, as with some memory cards? Not 
much, we think -that's why we carefully and 
compatibly passed through the bus so you 
could attach other devices onto your Amiga 
(including another StarBoard2, of course!). 

The sum of the parts... 

A really nice feature of the StarBoardZ 
system is that you can buy exactly what you 
need now without closing off your options for 
future exapansion. You can even buy a Ok 
StarBoard2 (with a one megabyte capacity) 
and populate it with your own RAM 
(commonly available 256k by 1 by 150ns 
memory chips). When you add StarBoard2 
to your Amiga you have a powerful hardware 
combination, superior to any single-user 
micro on the market. See your Authorized 
Amiga Dealer today and ask for StarBoard2 

SUGGESTED RETAIL PRICIMG: 
SlarBoard2, Ok (1 meg space): 
StarBoardS. Ok (2 meg space): 
SiarBoarci2, 512k (1 meg space): 
StarBoardS. 1 meg (1 meg space) 
StarBoardS, 2 megs installed: 
StarBoard2. 2 megs & MultiFunclion: 
Upper Deck, Ok {1 meg space): 
MultiFunction Module: 
also available: 

Standard 256k memory card: 
MAS-Drive20, 20 meg harddisk; 
UouseTime. mouseport clock: 



$349 
$395 
$495 
S595 
$879 
$959 
$ 99 
S 99 



$129 

$1495 

S 50 



KbuWouldiftWork 








Why should your 500? 



So you've purchased the great new Amiga 500 and you're 
ready to create music like Mozart, art like Andy, and spread- 
sheets like nobody's business. 

Well, maybe. 

Because without enough power your creations may come 
up a little short (sometimes by a megabyte or more). 

Fortunately we're here to help. We're Expansion 
Technologies and we've developed our Escort System 500 
specifically for your Amiga 500. 

It's two megabytes of ram expansion that can be upgraded 
to four megs, or you might add a 20 or 40 megabyte hard 
disk. You can also add a second floppy disk drive for even 
greater power And because we've made it modular you can 
purchase it all now or build it slowly as you go. Either way 
you'll be getting 2000 power at a 500 price. 



500 



VISA and MasterCard accepted. 



Dealer Inquiries Inoited. 



The best part is that it all fits neatly on top of your 500 and 
supports your monitor for optimum viewing. Of course a 
price of only $849 for an Escort System 500 loaded with two 
megabytes is pretty hard to beat too. rPpriQT 

And for the Amiga 1000 LuLUr I 

users we still have the popular system 

Escort 2 with two megabytes 
of ram expansion at very 



popular prices. 

So if your Amiga 
is feeling a bit light 
headed give us a call 
at 415/656-2890. 
Or write us at 46127 

! Landing Parkway, 
Fremont, CA 94538. 
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EXPANSION 



T E C H fJ L 



2000 POWER AT 500 PRICES 




Comes to 
Los Angeles! 
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REGISTRATION 



ENTRANCE 
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REGISTRATION 



January 16-18, 1988 
The Westin Bonaventure 
Los Angeles, California 

For Exhibitor or Attendee Information 

Call 800-32- AMIGA Nationwide 

In New York, 212-867-4663 

AmigafTM) is a registered trademark of Commodore- Amiga, Inc. 
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Gel the maximum graphics power from 
your Amiga. Create stunning, lifelike 
computer artwork witii Digi-Paint, tlie 
first full-featured 4096 color {Hold and • 
Modify) paint program. Break tfie "32 
color barrier" and finally realize the 
potential of your Amiga with Digi-Paint's 
advanced features; = 

• 4096 colors on screen simultaneously ^ 

• NewTek's exclusive enhanced HAM 
mode 

•Dithered HAM gradient fill 

• Full screen effects including double, 
half size, mirror reverse and more 

•Full IFF and Digi-View compatibility 1 
•Use 320x200 or HAM hi-res 

320x400 resolutions 
•Fat bits Magnify mode 
•Rectangle, oval, line and other drawing 

tools 

• 12 different paint modes including 
blending, tinting and smooth shading 

• Full lasso cut and paste with automatic 
edge blending 

• Programmed completely in assembly 
language for fast, smooth response 

Find out why Byte Magazine called 
Digi-Paint "Remarkable". Available now 

at your local Amiga dealer or call: 

1-800-843-8934. 



I^H M-wT-v. W^ 



ONLY $59.95 









Commodore Product Potpourri 

Hardware, Software & Firmware for your C-64, C-64C, C-128, AMIGA 



AMIGA MEMORY 

It all began 10 years ago when Commodore 
introduced a wondrous PET Computer with 
8 Kbytes o' memory Almost immediately 
Sl<ytes Electric Worlds doubled ttie PET 
memory witti an 8 Kbyte memory addition. 
History repeats itself 10 years later with 
Skyles Electric Worl<s offering the most 
complete line of AMIGA memories in the 
world Consider lor the AMIGA 500; 
512 Kbyte memory, with batlorry backup 
clockcalender. plugs into bottom inside 
expansion connector, in 1 minute .... S149.95' 
1 Mbyte memory, install inside 1 hour, no 

soldering required S349.9S* 

Consider lo- the AMIGA 1000: 

256 Kbyte memory, plugs into the (ront in 5 

seconds, lowest cost S79.95' 

512 Kbyte memory, no pass-thru, plugs into 

right side in 5 seconds S349.95' 

1 Mbyte memory, 86 pin pass-thru, connector 

for daughter board to expand to 2 Mbyte, 

plugs into right side in 5 seconds .. S479.95 
1 Mbyte Daughter board lo expand 

above memories, unpopulated S99.95' 

1 Mbyte Daughter board lo expand above 
memories, populated S229.95' 

2 Mbyte memory, 86 pin pass-thru. 

plugs into right side in 5 seconds , S649.95' 

Add S50.00 for separate power supply 

for the above memones- 
2 Mbyte memory, no pass-thru, plugs 

into right side in 5 sees S549.95' 

1 Mbyte memory, install inside, in 1 hour 

no soldering required S349.95' 

Consider for the AMIGA 2000: 

1 Mbyte memory, socttets to expand to 2 
Mbyte, plugs into expansion connector insice. 
in 1 minute S399.95' 

2 Mbyte memory, plugs into expansion 
connecio- inside, m 1 mmuie ..... S549.95' 

COMING SOON 

HARD DISK DRIVE 

A SCSI Standard Hard Disk Drive Interface 
that (its inside the AMIGA 500. 1000, and 2000. 
A panel mounfed connector for the AMIGA 
1000 and AMIGA 2000 ready to plug into your 
20, 30. or 40 Megabyte Hard Distt. A 2 foot 
cable and connector comes vjith the AMIGA 
500. We will tie offering a complete package 
SCSI Standard Hard Disk Interface, 20, 30. or 
40 Megabyte Hard Disk, and an optional 1 
Megabyte Memory Expansion. All at 
amazingly lo'.': prices. Call or Write for more 
details. 

MIDI for AMIGA 

A Standard MIDI IN. 2 MIDI OUT. and MIDI 
THRU Interlace for the AMIGA Computers. 
Plug It into the RS-232 Port on the rear of your 
AMIGA and you are ready to use Musicai 
Instrument Digital Interface (fi^lDI) instruments 
and devices with your AMIGAs. Designed to be 
used with standard fullDI cables and all the 
presently a\/ailable AMIGA li^lDI software. The 
MIDI (or AMIGA Interfaces get the |on done at 
a bargain price. Please specity your AMIGA 
model numtier 

MIDI for AIVIIGA 500 S49.95' 

MIDI for AIWIGA 1000 S49.95' 

MIDHor ^MIGA20aO 559.95" 

® Skyles 
Electric 
Works 



ADD A COMPUTER 

128 PLUS adds a new computer to your 
C-128. It looks like a C-64 but It doesm act like a 
C-64. True It loads (up 5 times faster) and runs 
(almost twice as fast) your favorite C-64 
programs. But it is a C-64 with more features than 
the C-128. A C-64 with all the keys on the C-128 
keyboard, including the numeric keypad, function 
keys (with belter functions than the C-t28), and 
most ol the rest of the top row of keys. A C-64 with 
16 built in DOSAWedge commands. A C-64 with a 
built in PrintCable driver lor Centronics parallel" 
printers If you find a piece of software that doesn't 
work v/ith 128 PLUS a simple depression of the 
40/80 key returns you lo the old C-64. Don't delay 
any longer get a C-128 PLUS tor your C-128 or 
C-12BD and discover a whole new world of C-64 
performance 

C-128 PLUS. C-128'C-12aD S39.95' 

C-128 PLUSPrintCable.ParallelPrinters . S19.9S" 
C-128 PLUS and PrintCable S54.95* 

1541 FLASH! 

The Skyles Electric Works 1541 FLASH! loads 
programs and files to your Commodore 
64/64C or Commodore 128 (64 mode) three 
times faster than an unenhanced Commodore 
t54t.The 1541 FLASH! adds over 50 extra 
com- 
mands for the Commodore 64.'64C/12B user 

1541 FLASH! C-64/C-64C & 1541 S69.9S' 

1541 FLASH! fOrtwQ 1541s S109.95- 

C-128 FLASH! C-128 & 1541 S79.95* 

C-128 FLASH! fortwo 1541s S119.95' 

SX-64 FLASH! SX-64& 1541 S69.95' 

SX-64 FLASH! for two 1541s S109.95* 



A powerful panoply of pertinent, 
potent, peripheral products 



QUICKSILVER 128 

QUICKSILVER 128 our premier lEEE-'lsa 
Interface tor the Commodore 128 is now m 

slock and even better than we had planned. 
Quicksilver 128 offers an IEEE Interlace for 
the Commodore 128 in the 0-128 mode (40 or 
80 columns) and in the C-64 mode as well, 
QUICKSILVER 123 will mter-connect your 
Commodore 128 to Commodore SFD 1001, 
2031. 2040. 3040. 4040. 8050. 8250. 9060, 
9090 Disk Drives, and 2022, 2023. 4022. 4023 
and 8023 Printers, 
QUICKSILVER 128 C-128 S119.95' 



A priceless programmers pallet! of 
practical products and programs 



IEEE Flash! 64 

IEEE Flash! 64 our premier IEEE-438 
Interface for the Commodore 64 is now m 
stock and even more transpaient (program 
compatible.' than QUICKSILVER 64 IEEE 
Flasli! 64 will mter-connect your Commodore 
64 to Commodore SFD 1001, 2031, 2040, 3040, 
4040, 8050. 8250. 9060, and 9090 Disk Drives. 
and 2022. 20?;:. 4022. 4023. and 8023 Printers. 
IEEE Flash! 64 C-64,'C-64C S99.95* 



Ttie periodically puzzling, pre- 
carious, path to perspicacious 
program perfection and prowess 



1571 FIX ROM 

Relative File problems? "DEVICE I^OT 
PRESENT" errors? I, O error 5 when using 
Superbase'' N^aior problems when you have 2 or 
more files open? Painfully slow writing to the 
second side of the diskette? SAVE wiftii replace 
problems? Takes forever to recognize a "Flippy " 
disk' If you have one or more Of these problems 
with your Commodore 1571 disk drive, don't 
despair don't trash your 1571, do get a: 
1571 FIX ROM S24.95- 

BASIC PROGRAM 
COMPILER 

BLITZ! iS the fastest, easiest to use, most popular 
BASIC program compiler available for the 
Commodore 128, LC-64, and C-64C. Your 
BLITZ! compiled programs will run from 5 to 20 
times faster after you have BLITZ them, BLITZ! 
translates and reduces your BASIC programs in to 
a much, much faster code, 

BLITZ! C-128. Disk S59,95' 

BLITZ! C-64, Disk S49.95* 



Prevent and preclude premature 
pratfalls, by perplexed pro- 
gramming postulants 



J 



FAMILY TREE 

Truly a program for ttie whole family, your 
wife's family, your parent's family, grandpa- 
rent's family, and as many generations back as 
you wish. FAMILY TREE is the best genealogy 
program for the C-64'C-64C or C-128. Features 
unlimited genealogies, 4, 5, 6. generation 
pedigrees, family record sheet and much more, 

FAHfLY TREE, C-54'C-64C-1541 S49.9S' 

FAMILY TREE, 

C.64/C-64C/1541 (LDS) S49,95' 

FAMILY TREE, C-128/1541, 1571 S49.9S' 

ASSEMBLER CARTRIDGE 

If your C-S'i programming needs have extended 
beyond BASIC. Skyles Electric Works now offers 
MIKRO, a machine language assembler cartridge 
for the Commodore 64,640, The MIKRO cartridge 
contains everything you need lor machine 
language programming, 
MIKRO Cartridge, C-64/C-64C S49.9S' 



A major manufacturers magnificent 
multitude, magnanimously mer- 
ctiandised for minimal money. 



2 + 1,4 + 1 CARTRIDGE 
EXPANSION 

Our 2 ■ 1 Cartndge Expansion gives you 2 vertical 
and 1 horizontal fully switchable cartridge ports 
0-jr 4 - 1 Cartridge Expansion gives you 4 vertical 
and 1 horizontal fully switchable cartridge ports 

2 ■ 1 Cartridge Exp. C64/12e S39.95' 

4 • 1 Cartridge Exp. C64/128 S69.95- 



2 for 1 MONITOR CABLE/C-128 

The 2 for 1 Monitor Cable allows all composite 
video monitors to be used with the Commodore 
128 in all modes of operation. Don't throw out your 
present green or amber monitor, buy a 
2 fori Monitor Cable for C-128 S24.95' 



"Due to trade games being played by US and Japan all prices are subject to change without notice. There 
is an additional S4,50 U,S, and Canada, S15,00 Europe and Asia, shipping charge per order Catifomia 
residents add sales tax. 

TO ORDER: Call 1-800^227-9998 or 1-415-965-1735 (CA) or write to: 
For More Information: Send StamDed Sell Addressed Envelope to: 



231 -E South Whisman Road. Mountain View, CA 94041 




ADVERTISER INDEX 



INFO UNCLASS IFIEDS 

$2/Word. Send with check or M.O. 
to: INFO Unclassifieds 

PO Box 2300 

Iowa City. I A 52244 
Ads received with payment bv Oct. 
SO, 1987 will appear in Issue #18 
(on-sale Dec. Id). 

AMIGA PD $4/DISK All the 

popular PD disks. Fast shipping, free 
brochure. Censible Software, PO Box 930, 

i St. Joseph, MI 49085. Phone (616) 982- 

i 0327 

AMIGA OWNERS Choose from the 
best selection of Amiga Public Domain 
software available. Over 160 disks to pick 
froml Entertainment, Home, Business, 
Utilities, Educational, more! And each 
disk full is only S4.95! WOW! Send 
business size SASE for catalog. Chiron 
Conceptions, PO Box 10-174. Jacksonville, 
FL 3224S-9474 

, ULTIMATE C64 BBS Up to 8 

\ drives, multiple file transfer directories, 
! message bases, security levels, info files, 
user poll, extensive online help, plus much 
more than can fit in this ad! Fast, reliable 
operation, remote capability, user 
expandable. Sequel BBS: Only $39,951 
Call our support BBS at (503) 659-5752 
8PM-10AM PST, or write OmiCo 
I Industries, 17331 SB River Road, 
Milwaukie, OR 97267 for info. Not copy 
protected. 



rAMIGA - CLOCK w/Micro storage 
M69.95, S4 PD Disks, Catalog SASE. 
• Eastport, Box 2136, Largo, FL 34649- 
2136. 

fCOMMODORE REPAIR Low 

Fprices (eg. C64-$39.95 complete). We are 

fthe largest Authorized Service Center in 

the country. Kasara Microsystems, Inc. 33 

Murray Hill Dr., Spring Valley, NY 

10977, 1-800-642-7634, 914-356-3131 

FONTS FOR YOUR AMIGA We 

have hundreds of high quality typestyles 
for use with your favorite word processor, 
desktop publisher or graphics program. 
Each disk contains many unique styles in 
sizes from 4-75 points. Includes 
documentation and installation utilities. 
$15.00 X per disk. $2.00 S&H. Three 
volumes available. INFO rated "***+". 
Find out why... Earthbound Software, 
PO Box 6-A, Penland, NC 28765 

COLORFUL VIDEO TITLE 

maker. Commodore 64 disks. $19.95. 
MicroAds, 145 Norman Drive, Palatine, 
IL 60067 



CONVERSATION WITH A 

COMPUTER Mind-enhancing software 
for 512K Amiga with Kickstart 1.1.. Four 
logic games, including full-featured 
checkers. Disk includes listable, 
changeable, unprotected code from which 
you can learn AmigaBASIC. $34.60 + 
$2.00 S & H. Jenday Software, PO Box 
4313-N, Garden Grove, CA 92642. 714- 
636-3378 

1520 PLOTTER PGMS: 

Mandelbrot Set, Misc/Util. GDL, 
Fractals, and 3-D Plot. Write for our 
flyer. Compiled and/or source code 
available. The Plotting Shed, Dept. I- 
1187, 1315 N. 13th St., Boise, ID 83702- 
3529 

DESKTOP PUBLISHING with 

C-64 and GEOS! Professional graphics 
and fonts. Free sample. Lamb Graphics, 
1764 Avenue B, Yuma, AZ 8S364 

COMMODORE CHIPS. Low, low 

prices (eg. 6526-$9.95, 901 8erie3-$10.95 
and many others). Send for complete 
catalog. Kasara Microsystems, Inc., 33 
Murray Hill Dr., Spring Valley, NY 
10977, 1-80O-248-2983, 914-356-3131 

C64/C128 TO AMIGA DISK 

Conversion Service. Do you have just a 
few C64/C128 disks of text or data to 
transfer to the Amiga and no 5. 25" disk 
drive on your new Amiga? Use our new 
Disk Conversion Service to transfer the 
entire 1541/1571 disk image to a 3.5" 
Amiga disk. Then use Disk-2-Di3k, with 
all of its translation features, to extract 
and convert individual Commodore files 
from the 1541/1571 disk image into 
standard Amiga file format. The 
1541/1571 Disk Conversion Service fee is 
$6.50 per disk plus a $15 service charge 
(per order). The fee includes a 3.5" 
diskette, and return shipping via UPS 
surface. Disk-2-Disk sells for $49.95. We 
accept Mastercard, Visa, prepayment or 
COD. Call or Write to Central Coast 
Software, 268 Bowie Drive, Los Oaos, CA 
93402. (805) 528-4906 

PLUS/4 OWNERS Software, Books, 
Hardware. $2 for catalog. McWARE, IP4, 
POB 2784, Fairfax, VA 22031 

NEW! TEN FOOT SERIAL data 

cable connects two C64 user ports 
together for telecommunications, 

interactive games. Program in Basic. Gold 
plated signal contacts. Shielded cable. $25 
postpaid (Canada, foreign add $2). 
Longer cables available. From Micro 
Development Co. - Dept. INFO, PO Box 
5872, Cleveland, Ohio 44101. MC/VISA 
order 800-248-MICRO; Information 216- 
671-3200 
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C2 Access Software 

105 Ami Expo 
82 Artworx 
10 Berkeley Softworks 

87 Briwall Software 
86 CAPCOM 
81 Cardinal Software 
81 Central Coast Software 

81 COMAL Users Group 

109 Complete Data Automation 

102 Computer Best 

84 Computer Mart 

85 Computer Mart 

6 DataSoft 

106 Discovery Software 

107 Discovery Software 
104 Expansion Technologies 

82 Grapevine Software 

100 INFO Back Issues 
99 INFO Ergboard/cards 

101 INFO Product Roundup 

110 INFO Unclassified 

79 Jason-Ranheim 

80 Lighthouse Computers 
3 Loadstar 

103 MicroBotics 

90 Microcomputer Services 

91 Microcomputer Services 
C4 MicroIUusions 
98 Micro Magic 

83 Micro R&D 

88 Micro-Pace 
9 MicroProse 

98 Microsmiths 

83 Midwest Software 

7 Mindscape 
82 Money Machine Magazine 

82 NAPI 
C3 NewTek 
98 Overbyte 

88 PDJ 

89 PIM Publications 

81 Redmond Cable 
80 RK Productions 
79 Schnedler Systems 
89 Seven Seas Software 

108 Skvles Electric Works 
89 S.O.G.W.A.P. 

8 Supra Corp. 

83 Thoughtform 
83 Xetec 
79 Xytec 



INFO AD POLICY 

INFO reserves the right to refuse 
to print any ad. This includes but 
is not limited to ads which are 
fraudulent (i.e. "winning" systems 
for random games of chance); 
promote piracy (i.e. software^ 
"rentals"); support apartheid; 
channel illegal aid to the Contras; 
finance drug usage among certain 
software company executives (& 
you know who you are); or profit 
terrorist organizations, computer 
industry analysts, lawyers, or 
anyone named Reggie. 
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-The Publisher 
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WE GENERALLY TRY TO PRINT A MIXTURE OF 8-BIT AND AMIGA CARDS, BUT LAST ISSUE WE DEVOTED ALL 3 CARDS TO 
AMIGA BASIC, SO THIS TIME, JUST TO EVEN THE SCORE, WE'RE DEDICATING ALL 3 CARDS TO C64/C128 PROGRAMS. 



HERE'S YOUR FREE SET OF INFO ERG -CARDS! CAREFULLY REMOVE THIS CENTERFOLD FROM THE STAPLES AND CUT APART 
HORIZONTALLY ALONG THE COLORED BORDERS. USE THE BLANK BACKSIDES TO MAKE YOR OWN REFERENCE CARDS. 



BJ^^'^^PWfor use WITH: WORDPERFECT 



Fl 



F1: Cancel 

1. Restore 

2. Show Previous 
S-F1: Super/Subscript 

1. Superscript 

2. Subscript 

3. Toggle Overstrike 

4. Advance Up 

5. Advance Down 

6. Advance to Line 
A-F1: Thesaurus 

C-F1: New CLI 



F2 



F2: Forward Search 

S-F2: Backward Search 

A-F2: Replace 

C-F2: Spell Check 



F3 

F3: 
■F3: 



copyright 1987 WordPerfect Corp. 



Italics 

Switch Window/Document 

Hove between docs/windows 
Change case if highlighted 

1 . Uppercase 

2. Lowercase 



A-F3: 


Show Codes 


C-F3: 


Screen 




1. Draw Border 




2. CTRL/Amiga Key Happing 




3. Screen Colors 




4. Auto Rewrite 



F4 



F4: Hanging Indent 
S-FA: Block Indent 
A-F4: Block On (or use mouse) 



y— 






F5 












C-F4: Move Text/Block/Rectangle 




F5: 


Di rectory 


A- 


F5: 


Mark Text 




1 . Sentence 






1. Retrieve (WP documents) 






1. Outline On/Off 




2. Paragraph 






2. Delete 






2. Paragraph No. 




3. Page 






3. Rename 






3. Redline 




4. Retrieve Column 






4. Print 






4. Remove Red lined Text 




5. Retrieve Text 






5. Text In (ASCII files) 






5. tndex 




6. Retrieve Rectangle 






6. Look 






6. Define Ind/Con/Out Style 




Move Block if highlighted 






7. Change Di r 






7. Generate Index/Contents 




1. Cut Block 






8- Copy 


C- 


F5: 


Text (ASCII) In/Out 




2. Copy Block 






9. Word Search 






1. Retrieve 




3. Append 

4. Cut/Copy Column 

5. Cut/Copy Rectangle 




S-FS: 


Insert Date 

1. Insert Text 

2. Format 

3. Insert Function 






2. Save 

3. Retrieve Locked File 

4. Save Locked Fi le 




Booting from CLI provides the 


following options: WP [filename] bri 


ngs up 


the 


specified document 




WP -s permits defau 


Its to be changed WP -m [macroname] 


invok 


ss s 


macro 




UP -b [# of minutes] 


auto- 


backup 


interval WP -w [edit buffer size 


in 


Kb] minimum of 16K 




FOR USE WITH: 



WORDPERFECT II 



copyright 1987 WordPerfect Co 



iJ 



i 



-\ 



F6 

F6: Bold 

S-F6; Center 

A-F6: Flush Right 

C-F6: Tab Align (See S-F8) 



F8 



F7 



F7: Exit/Restart 
S-F7: Print 

1. Full Text 

2. Page 

3. Printer Control 



A-F7: Hath/Columns 

1. Math On 

2 

3 

4 

5 
C-F7: Footnotes 

1. Create 

2 

3 

4 

5 

6 



Hath Def 
Column On/Off 
Column Def 
Column Display 



Edit 
New # 
Opt i ons 

Create Endnote 
Edit Endnote 



F8: Underline 
S-F8: Line Format 

1. Tabs 

2. Extended Tabs 

3. Margins 

4. Spacing 

5. Hyphenation 

6. Align Character (C-F6) 
A-F8: Page Format 

1 . Page # Position 

2. New Page # 

3. Center Page (vertical) 

4. Page Length 



5. Top Margin (half- lines) 

6. Headers/Footers 

7. Page # Column Positions 

8. Suppress / Current Page 

9. Conditional End of Page 
A. Widow/Orphan 



C-F8: Print Format 

1. Pitch/ Font 



2. Lines per Inch 

3. Justification On/Off 

4. Underline Style 

5. Sheet Feeder Bin # 

6. insert Printer Command 



C-F9; 



D. 
E. 
F. 
G. 
N. 
P. 
0. 
R. 
S. 
T. 
U. 
V. 
Merge 



Date 

End of Record 
Retrieve Field 
Invoke Macro 
Next Record 
Open Primary 
Stop Merge 
End of Field 
Open Secondary 
To Printer 
Rewrite Screen 
Transfer Codes 



Cursor Left 
End 



F9 



FIO 



F9: Merge R (End of Field) 
S-F9: Merge E (End of Record) 
A-F9: Merge Codes 

C. From Keyboard 



FIO: Save 

S-F10: Retrieve 

A-FlO: Invoke Macro 

C-F10: Macro Definition 




Page Up 
Cursor Right 
Page Down 
Sreen Up 



= Delete to end of page 
= Goto 
= Goto 
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FOR USE WITH: GFL CHAMPIONSHIP FOOTBALL copyright 1986 Activision 




PLAY 

Corner Rol I 
Safety Roll 
Inside Blitz 
Corner Blitz 
Nickel Defense 6 
Safety Bl i tz 3 



(1=best, 6=worst) 



mpnvm 



..-•M 



J 



STREAK 



FLAG 



LONG OUT 



CURL OUT 

SHORT OUT 

SLANT 
OUT -L 



LEFT 



RIGHT 



LONG IN 



— POST 

1 ^ * 4^ ■* 



LONG IN 



CURL IN 
SHORT IN 



OFFENSIVE 
PLAYS 



STREAK 



LOMG OUT 



FLAG 



CURL IN 

SHORT IN 
SLANT IN 





CURL OUT 
SHORT OUT 



SLANT 
> OUT 



PITCH 



PITCH 



SWEEP POWER 



BLAST POWER SWEEP 



wsm^as^r^ 



-CSS-P 



(f>0 -n-VOURSCIJ" SIDE) 



(DO-IT-VOURfJELF RIDE) 



Erg=l)oarcIs TrV 
& Card-sets °3mf 


/ 


TOTAL B 

UaCA ISSIICIS OTHER 

SIDE 


^~^ 1 


Subscription othTr 

SIDE 


/ 



GRAND TOTAL 



MAKE CHECKS PAYABLE TO: 
INFO PDBUCATIOPS 



ENCLOSE CHECK OR MONEY 
OBDEK ONLY IN U.S. FUNDS. 




ESKIMO ALL 
XHI3 3TUFF 
A.3.A.P. to: 



Name 



Address 



GliL 



State 



Zip 



(NOTE: Items may be shipped separately. 
Allow 2-3 weeks for Erg-boardi, Cards, and Back issues.) 




^ Place J 
siamp) 



P.O. Box 2300 

Iowa City, lA 52244 



Hil&liMl 



ERG=BOHRDS & J17.95 

CARD-SETS (#1] @ $ 5.95 
CfiRD-SETS (#2) i 5.95 



TOTAL A 



£ 




BACK ISSUES 



$5.50(u.s.)EflCH 



TOTAL B 



£ 



SEND ME ISSUES: 
30 90120 150 isQ 



YOC BET I WANT A SUBSCBIPTION TO 




(A dun' t farjFet ny keen yooVe-t protgotor t) 

SIGN ME TIP TODAY FOB: 

O 6 ISSUES $19,75V0U save S3.95 
12 ISSUES S37.00YflU SAVE mAH 

O 18 ISSUES $54.75 YOU save $i7.ie 







DRAM) NEW 






RENEWAL 



All subscriptions begjin with the issue following the one 

on Bale at the time we receive your order. 



^ 



DETACH ALONG DOTTED LINE 
ORDER TODAY AND MAIL AWAY! 



> 









1 




■ ] [r 




^ 


k J ~ 


L 










DELIVERS ULTIMATE 
GRAPHICS POWER 



Bring the world into your Amiga with 
Digi-View, the 4096 color video 
digitizer. In seconds you can capture 
any photograph or object your video 
camera can see in full color and with 
clarity never before available on a 
home computer. Digi-View's advanced 
features include; 

Dithering routines give up to 
100,000 apparent colors on screen 
NewTek's exclusive Enhanced 
Hold-and-Modify mode allows for 
exceptionally detailed images 

Digitize images in any number of 

colors from 2 to 4096 

Print, animate, transmit, store, or 

manipulate images with available IFF 

compatible programs 

Digitize in all Amiga resolution modes 

{320x200, 320x400, 640x200, 

640x400) 

"Digi-View sets new standards for 
graphics hardware"-7n/ol^or/d 

Digi-View is available now at your local 
Amiga dealer or call: 
1-800-843-8934 

ONLY $199.95 
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INCORPORATED 
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~jer wanted 
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17408 Chatsworth St, Granada Hills, CA 91344, inside CA 818/360-3715 • outside CA 800/522-2041 • FAX 818/360-1464 




